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ATEAM LIKE THIS 
GOMES ALONG ONGE 


Michael, Magic, Malone, Barkley, 
Patrick, Pippen, Larry, Robinson, Stockton, 
Mullin, Clyde, Laettner 

The greatest team 

In basketball history. 
The guys who turned 
up the heat at the 

Summer Games. And 

seta new gold standard. 

Its all there in TEAM 

USA BASKETBALL" Every player 
every high-flying move. 
WT Like the team, this game 
J} \ isa true collectors item. 
“N\ vailable for just a limited 
~ time only. Individually 
AR NUmMbered. Including 


+ i 


“li, : 


the special SkyBox™ 


We Mini-Mural Collectors 
WA Cards Set. 
_ Nowhere else ee 
N “in the entire me mc ARTS" 
a Ss a Licensed hy Soe 
| | worl d Cal) you S 2: : ae Play on the SEC AM es. 7 
find this kind | pe — 


of hoops ACTON. ont sleep through this chance to make the dream team. 
Beca USC Its TEAM USA BASKETBALL is available for a limited time only. 


the only time all these players join forces on the same side of 
the court. Each one shooting for the same goal. 
Talk about air Supenonity. You get more fireworks than the 
Fourth of July. Earth-shaking slams. World-class shot blocking 
and defense. The greatest long-range bombers anywhere. 


' There are new signature moves for each TEAM USA 

player Pippen's “around the world dunk: Mr Robinsons 

‘windmill jam: Magics entire bag of tncks. And standing 
between us and tne Stat IS ae ao of ine es 


“A= 


Rule the world court. 
TEAM USA BASKETBALL 
1s full 5-on-5 action with 
international rules. 


Fifteen international teams include Divacss Team Yugoslavia, Marciulionis Team 
Lithuania. Even an All-World Team a Squad of tne best ta from the rest of the world. 
Fverythings Ce ae A , 


played to inter- iat” 2S id\nen te ae 
national rules. FT kes 
Twenty minute 
halves. Thirty 
second shot clock. ee oer 
Trapezoid lanes. es | eae 
Just like Barcelona. ae 
EASN, the — 
E] ectronic Arts Give the world a driving lesson It'll never forget. Dominate in Barcelona and teach the 
Sports Network, Each TEAM USA members style of play is authentic, world how to sing our national anthem. 
h 9S COVErA g a th 9 ts right down to individual signature moves. Or play for another country. 


nothing less than global. Famed play-by-play announcer Ron Barr is all over the 
court like a full-court press. Commentary. Highlights. Instant — Real-life stats. 
The medal ceremony. Plus EASN crews 
are Stationed all over the map, beaming 
stunning location shots. 

Prove to the rest of the world that some 
of the best things are still made in the 
nel nia USA BASKETBALL Is avail- 

ee able for only a limited time for 
‘es Sega Genesis and IBM. 


cal F A\ The world’s most powerful airforce is captured in this 
visit \ OUI lo dealer special TEAM USA Mini-Mural Collectors Cards Set. 


or order by phone any Every game comes with a complete 3-card set. 
time: (800) 245-4525. 
; | — 
Jump now or youll 7 ae 
muss this shot. C ry 
PY ™ 
s 
D | 
PROODUCT 
If you are under 18, be sure to get a parent's permission before calling. Hotline requires a Touch-Tone telephone and is only eanoNie ARTS HINTS 
available in the U.S. Average length is four minutes. Messages subject to change without notice. EASN and Electronic Arts aaa 95 cents for the first minute, 
are trademarks of Electronic Arts. Licensed by Sega Enterprises Ltd. for play on Sega Genesis system.. Sega and Genesis are "900 ? IN. ” 75 cents for each additional minute. 
trademarks of Sega Enterprises Ltd. USA BASKETBALL is a trademark and is the exclusive property of USA BASKETBALL. STRONG ARTS HINTS NO 
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COMPUTER-GAME PREVIEWS 
Dog Eat Dog, Waxworks, Inspector Gadget 
Mission 1: Global Terror and 
Front Page Sports: Football. 
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COMPUTER-GAME REVIEWS 
Darklands, Kyrandia, The Summoning, 
LUM The Lost Files of Sherlock Holmes, 
by Andy Eddy AD Theatre of War, Carl Lewis Ultimate 
VG&CE’s Executive Editor pays the oF he SR Ge Challenge, The Lord of the Rings: The 
San Francisco Bay Area based company : EO GAN f REVIEW & | Two Towers, The Dark Half, International 
a visit for a preview of all its latest Prince of Persia, Felix the Cat, Alien’, Sports Challenge, The Awesome 
developments. Super Star Wars, George Foreman’s KO Adventures of Victor Vector & Yondo, 
Boxing, Air Zonk, LHX Attack Chopper, Hoi and Air Force Commander. 


David Crane’s Amazing Tennis, F-117A 
Stealth Fighter, Monopoly, 

Tecmo Cup Soccer, Loom, RBI Baseball 4, _ 

Gemfire, Muhammad Ali Heavyweight J 
Boxing and Ghost Manor. 


al | 


by Clayton Walnum 
We finish off our journey through the 
mysterious land of Hyrule, and we'll also 
learn a few new tricks about traveling 
between the Light and Dark worlds. 
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weet. SO nee 
You could win a free TurboDuo system VAMING UN IME UW oe 
and video game! TTI needs your help in by Chris Bieniek a 
deciding which game should be bundled Dig Dug, NFL Football, Prince of Persia, a a 
with the system on its national launch, StarHawk, Switchblade II, Chuck Rock 3 ee ee ee vee 
so don’t miss out on the prizes! and The Incredible Crash Dummies. NES see ntsetee ube Sanne Oo ne ene eee ene 
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Ss we come H ) 
to the end 


of the year, it’s a good time 
to look ahead to what will be hap- 
pening in 1993. By perusing vari- 
ous parts of this issue, you'll get 
some hints at what's to come. 

One of the strangest and most 
significant, as described in the 
News Bits section, is that Nintendo 
will miss its original January 1993 
release date for an SNES CD-ROM 
unit. However, the claim from the 
“Big N” that it is bypass- 
ing 16-bit CD to go direct- 
ly to 32-bit is a tenuous 
argument. It’s my opinion 
that Nintendo wouldn’t 
have hit the January date 
even if it had stuck with 
16-bit CD, because we’d gotten no 
prior word of active CD develop- 
ment from our many industry 
sources. As well, there were no 
announcements of upcoming titles 
at previous CESes, which usually 
precede major products like a CD- 
ROM player. 

Even stranger is the vague state- 
ment made by Nintendo’s presi- 
dent, Hiroshi Yamauchi, who said 
that “development of the 32-bit CD- 
ROM accessory will be completed 
in 1993 with mass production pos- 
sible [my emphasis] by August 
1993.” These comments were 
made at the Shoshinkai Software 
Show in Tokyo in late August. 
Games take a long time to develop 
these days, thanks to more 
advanced consoles. Sound is no 
longer a series of clicks and beeps, 
but may be as involved production- 
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( p wise as some chart- 


topping records. 
Graphics are much more lavish, 
using large palettes of colors, 
instead of the crude images of the 
“old days.” It’s hard to believe that, 
if Nintendo just decided to change 
its CD platform, it would be ready 
for mass production of the hard- 
ware, have development stations in 
game producers’ hands and expect 
software ready to be released in 
one year’s time. From the stand- 
point of a game-develop- 
ment team, a year is a 
very short measure. 

Of course, | could be 
wrong, but the clues are 
| there—and it’s not hard to 
believe, given that the 
game industry is mired in hype and 
innuendo. For instance, there is 
currently a lot of dissension against 
the Software Publishers Associa- 
tion (SPA), an organization that 
should be helping game develop- 
ers. We've been inundated with 
weird Street Fighter /| codes that 
we haven't been able to prove 
workable. Many products are 
announced, then end up late or 
never released at all. 

Our job is to wade through it all 
to give you the whole story—and 
do it accurately. It may be tough, 
but we'll be here, trust me. We also 
have some exciting things, like last 
month’s hologram cover, to spring 
on you. Stick around, because, Nin- 
tendo CD-ROM or not, it'll be an 
exciting 1993. | guarantee it. 


—Andy Eddy, Executive Editor 
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Rock the rin | ith 27 of the hottest 
| NBA® Nee 


A L STARIGHALLENGE™! 


Available for 
SNES™ & GAME BOY. 


All NBA and Team insignias depicted are the properties of the respective NBA Teams and NBA Properties, Inc. and may not be reproduced without written consent of NBA Properties, Inc. Super Nintendo Entertainment 
System®, Nintendo Entertainment System ©, Game Boy®, Game Link™ and the official seals are trademarks of Nintendo of America. Inc. Play with the Pros™ is a trademark of Acclaim Entertainment, Inc 1992 Acciaim 
Entertainment, Inc. All rights reserved. All- Star C hallenge “ & LUN® are trademarks of LUN, Ltd. © 1992 LJN, Ltd. All rights reserved 
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TURBO TOUCH S60° 


Technology Break-through in Video Game Control 


For use with Sega Genesis ® 
and Master System® 


4, 


“yy, | 


es 


Faster onaein ay No more blisters or 
higher scores “numb thumb” 


tives you easy Gives you 
diagonal control circular control 


Extensively consumer-tested with game players, software developers and 
game reviewers, the Triax Turbo Touch 360 video game controller brings a 
new dimension of control and comfort to video game playing. It’s a break- 


through product, offering the benefit of higher scores and longer play without 
For use with Super Nintendo 


“thumb fatigue”. Just pass your thumb or index finger over the control 
Entertai t System ® 
sensor—you don’t have to push down. And, thanks to better diagonal and cM Rit 


circular (360°) control, the newest and most challenging games are easier 
to control and more fun to play. TRIAX is so confident that the Turbo Touch 
360 will improve your performance that, if you’re not getting higher scores 


after thirty days, we’ll refund your purchase price (see box for details). The 
Fi ith 
Turbo Touch 360 is the right product at the right time. Nastenco Entertainment Systens® 


| TRIAX 


CONTROLS, INC. 
Call 1-800-858-7429 for the name of your nearest Turbo Touch 360 retailer 


Patent Pending. Sega, Genesis, and Master System are registered trademarks of Sega of America, Inc. Nintendo, Nintendo Entertainment System (NES) and Super Nintendo Entertainment 
System (Super NES) are registered trademarks of Nintendo of America, Inc. Turbo Touch 360 and Triax are trademarks of Triax Controls, Inc. ©1992, Triax Controls, Inc. 
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GAME DAZE 

The state of modern gaming has 
left me in a daze. | swear, if | play 
another horizontally scrolling, 
defeat-the-boss-and-save-the- 
princess/world/universe game, I'll 
happily commit myself to the near- 
est looney bin. 

One would naturally assume that 
with the onslaught of new technolo- 
gy in the video-game field, program- 
mers would be able to be much 
more creative. However, just the 
opposite is true. With today’s batch 
of games, | find myself longing for 
games of years past. Where are 
today’s Zaxxons, Jousts and 
OQ*Berts? Nowhere to be seen, sadly. 

What | want to know is why 
video-game companies refuse to try 
anything new. Is it a money matter? 
| think so. Companies probably don’t 
want to risk big bucks putting out an 
innovative game that might bomb. 
Such a shame, but there is hope. 
Well, at least | hope so. Maybe, just 
maybe, when Atari launches its new 
system, it'll consider updating its 
old hits. Imagine a 64-bit Donkey 
Kong, Asteroids or Missile Com- 
mand. It gives me the chills just 
thinking about it. 

So what does someone like 
myself do while hoping for a return 
of the classics? | cry. | cry because | 
got rid of my Atari 2600 when | 
received my NES. That was a sad 
day indeed. 

—Jeff Wilson 
Brooklyn, New York 


As we've said previously, just 
enjoy what you have—but you 
should also make sure the video- 
game companies know how you 
feel. We too miss the “classics,” the 
games that tried out new things. 
Today, indeed, seems to be filled 
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with endless “me, too” games. 
We’d die for Gravitar, Tempest and 
some of Atari's oldies but goodies 
brought to the 16-bit market. | don’t 
think we have the patience to wait 
for the day when Atari—or any 
other manufacturer, for that mat- 
ter—brings out a 64-bit system. 

If anything encouraging can be 
said, it’s that we recently spoke to 
Activision. Its new management has 
indicated that it may bring back 
some of its vintage titles to the cur- 
rent slate of game systems. Can you 
imagine River Raid 1992? How 
about updates of Pitfall, Kaboom or 


Freeway ? 


STATIC ON HIS PORTABLE 
| think your mag is great. | am the 
proud owner of a Sega Game Gear. | 
was wondering if there is an adapter 
or a link that could put my game on 
a TV screen, but still control it from 
the Game Gear itself. If there is, 
where can | get it, and for rough- 
ly how much? 
| was alSo wondering what 
Sega plans on doing with the | 
“accessory screwhole” on the 
back of the unit. Thanks! 
—Chris Andersen 
Palatine, Illinois 


We have a device that allows us 
to display the Game Gear output 
(through a Genesis) on a monitor, 
however it was provided to VG&CE 
by Sega in order for us to print pic- 
tures of the Game Gear screens in 
our Gaming on the Go column. To 


our understanding, plans were 
scrapped by a company not related 
to Sega due to the cost and engi- 
neering required. It would have sim- 
ply had too high a price tag for mass 
marketing. Besides, most people 
would say you're defeating the pur- 
pose by using a portable game sys- 
tem in your living room. 

Regarding the accessory screw- 
hole, currently the only device to 
use that is the Master Gear Convert- 
er (MGC), which allows you to play 
Master System games on the Game 
Gear. The anchor screw prevents the 
MGC from coming out when you 
remove a cartridge. We aren’t aware 
of any other uses for the accessory 
screwhole, except maybe attaching 
the GG to a wall or dashboard—but 
we've never seen anyone do it. 


IN THE BEGINNING, THERE 
WAS STREET FIGHTER... 


| know that Capcom is also mak- 
ing games for the Genesis. The 
game that most interested me was 
Street Fighter Il from the coin-op. | 
know that Capcom has made this 
game for the SNES, but, unfortu- 
nately, | don’t have the system. | 
would just like to know whether 
Capcom will make Street Fight- 
er // for the Genesis. 
—Sothy Pheng 
Lowell, Massachusetts 


Currently, the SNES and arcades 
are the only places to play Street 


Letters to be considered for publication 
should be addressed to: Reader Mail, VG&CE, 
9171 Wilshire Bivd., Suite 300, Beverly Hills, | 


CA 90210. Letters may be edited for style, 
clarity and space considerations. We regret 
that we cannot respond to all mail received. 


VIDEOGAMES & COMPUTER ENTERTAINMENT 


Fighter Il. When asked, a Sega rep 
was quite vague as to whether a 
Genesis SFIl would be available 
(soon or otherwise); he referred me 
to the upcoming Streets of Rage 2 
by Sega. Like the SNES SFIll, SOR2 
will be a 16-meg cart. Given the pre- 
vious Capcom titles that have been 
licensed to the Genesis (such as 
Strider and Ghouls ‘n Ghosts), we 
may one day see a Genesis SFIl. 
What we have learned, however, 
is that Hudson Soft is readying a PC 
Engine version (though you can 
expect a TurboGrafx-16/TurboDuo 
version will follow) of Street Fighter 
ll under the name Fighting Street 
Aing Il. Though we don’t have many 
other details, look for a giant Tur- 
boChip card with a tentative 
release date of spring 1993. The 
large-sized card—reportedly big- 
ger than the SNES version, which 
came in at 16 megabits—will be 
truer to the arcade game. Animation 
and sound effects, like the elephants 
moving their trunks and making 
noise in the background of the Dhal- 
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sim fight scene, will again be part of 


the game. 


MISSING DISNEY 


| have thoroughly loved all your 
reviews of my favorite Disney video 
games. Can you tell me why you 
omitted my favorite, Ja/espin for the 
NES by Capcom? As far as | know, it 
was never reviewed. Thanks. 
—Raquelle Herbst 
New York, New York 


No, VG&CE never reviewed Tale- 
spin. Each month, we get a slew 
of cartridges, but it’s impossible 
to cover all these games, so we 
take a cross section of cart and 
computer games for review. 
Certain criteria affect our deci- 
sion, such as games’ release dates 
and making sure we cover all game 
systems. The review section is very 
popular, and we’ve increased its 
size, but, unfortunately, there are 
limitations. Thanks for writing. & 


DESIGNED To HELE 
VENTISTS Buy 
WEW JAGUATTS 


(eELvis 
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: Does Your Heart Good. ———— © a aS [ph 7 
Ty American Heart Association < : Humans is a trademark of Gametek, Inc., 2999 N.E. 191st Street, Suite 800, North Miami Beach, FL 33180 Ss. 


CIRCLE #105 ON READER SERVICE CARD. 


VIDEOGAMES & COMPUTER ENTERTAINMENT 


NOVEMBER 1992 e 11 


THE SOFTWARE TOOLWORKS 


©1992 Sears, Roebuck and Co. FunTronics in most larger Sears stores. 
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Overnight, it seems, there's 


a place for ies games ike no other. Its called FunTronics, 
the new game department at Sears. 
FunTronics is designed to have all the games youre 
looking for in stock. Incredible 16-bit games. By the dozens. 
Ithas both Sega Genesis and Super Nintendo Entertain- 
ment Systems. Along with Game Boy, Game Gear and every 


accessory you could imagine. 


Not to mention the game stations where youre invited to 


get the feel of the hottest games available. 


So come to FunTronics. The one place you can figure on 


having exactly what youre looking for. 


Save $5 on Super Mario 
Kart or Taz-Mania 


Limit one coupon per customer and per purchase. Coupon not transferable, and may not 
be used with other coupons. May not be used as payment on SearsCharge or Discover 
Card account. Retail purchases only. Void where prohibited. Cash value 1/20 cent. Good 
through December 31, 1992. Salesperson instruction: use bar code to enter coupon. 
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ven the best 


player has trou- 


ble with a game 


now and again, but 
where can you turn for 
help? VipeEoGames & Com- 
PUTER ENTERTAINMENT has 
designed Tip Sheet to 
give you, the reader, 
answers to questions 
such as, “How do I defeat 
the end boss on this 
level?” or, “I’ve looked 
everywhere, but I can’t 
find the blue vase.” So if 
you’re having a problem 
with a game, write to us, 
and our group of experts 
will do everything they 
can to solve it. Send your 


letters to: 


VG&CE, 
9171 Wilshire Blvd., 
Suite 300 
Beverly Hills, CA 90210 


Attn: Tip Sheet 
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I’m having a tough time with Bal- 
listic’s Turrican for the TurboGrafx- 
16. How do | get out of Level 3-3? 

—Adam Simpson 
Haysville, Kansas 


Hoo-boy, this isn’t going to be 
easy to explain without a complete 
map of the area. There are so many 
dead ends and false leads in Level 3- 
3 that it’s nearly impossible to clear 
it before the timer expires, so try to 
make it there with a few lives left. 

At the start of the level, take the 
ramps to the upper-left corner of the 
“room”—you'll know you've reached 


SPONSORED BY 


OTe es 
SEARS 


BY 
CuHris BiENnIiEeK 


the edge of the playing field when you run up a ramp ae re screen stops 
scrolling to follow you. At this point, there should be an odd-looking ceiling 
above you that appears to be constructed of logs and fence posts. Jump up 
through the gap in the ceiling and run across the “logs” all the way to the right. 

As you run along the “fence,” you'll see platforms above you. If you have 
enough time, you can hop up and climb these platforms to find dozens of 
the orange-colored gems that are scattered throughout Level 3. None of this 
is necessary, though. Just take the last set of platforms and proceed upward. 

You'll have to : 
take a few tricky 
Jumps here. Many 
of them involve 
standing on small 
platforms that are 
chipped into the © 
corners of certain (irra tae : are. 3 at 
rocks. Just have patience nae remember that you can RGHEnCe AECHOT | in 
midair during a jump. Continue to move upward and to the left, and then 
proceed to the right as you discover different pathways. 

Eventually, you'll reach a room of waterfalls and dangerous yellow drag- 
onflies. Climb the platforms to the right, and then cross over near the ceiling 
and fall off the last platform. Keep pointing the control pad to the left and 
you'll pass through a hole in the wall, where you'll battle the Queen Mother 
and esa alata on to the fourth and fae level. 
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AUTHENTIC ARCADE 
FOOTBALL ACTION! 
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y Super High Impact for Genesis brings the fast-paced action of the OVER 30 OFFENSIVE 


3 mit? 
| THE BONE-CRUNCHING ARCADE SMASH 


BONE-CRUNCHING arcade smash home. Choose from 18 hard-charging joa BERENS NE dhenitslo 
teams and over 30 plays, from a red dog blitz to a never-say-die super fly. Ke 
“Yer Toast” if the HIT-O-METER rates your tackle “Dweeb”, but you can 
settle the score with an all-out team braw!! 
Stop watching from the sidelines... This is football action so real... 
it's Bone Crunching! 


ane SEGA <= SETTLE THE SCORE WITH 
L.RENA ee CDS! AN ALL-OUT BRAWL! 


QUALITY 


ENTERTFACN MEN T™ ‘ 


Super High Impact™ ©1991,1992 Midway* Manufacturing Company. Sega™ and Genesis™ are trademarks of Sega Enterprises Ltd. Arena Entertainment™ is a trademark of Arena Entertainment. ©1992 Arena Entertainment. All rights reserved. 
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| have owned SNK’s Blue’s Journey ri0 &X1l Trut.99n s P= 85060 ¢x1i - 
for my NeorGeo for a few weeks, and 
I'm stumped! | realize that the unlim- 
ited continues make this a pretty sim- 
ple game, but my brother and | just 
can't figure out a way to beat the 
Daruma priest at the end of Area 2-B. 
Can you offer any advice? 
—Bobby Velasco 
Michigan City, Indiana 


Though he appears fairly early in 
the game, the boss of the Swamp Em- oa SX! TIME=2711 
pire is one of the toughest characters 
in Blue’s Journey. Your first priority is 
to concentrate on the dangers on the 
ground, since the boss is not as im- 
mediately dangerous as the fireballs 
and Daruma dolls he throws at you. 

Use the leaf “dump” to flip over as 
many of the dolls as possible—pound 
on that A button constantly! Not only 
do you need to use the dolls as 


weapons, but you also must keep the area free of obstacles as you jump over the aries to rau dolls at t the boss. 

Once you have a clear shot, jump up and let him have it. Try to press the A button twice whenever you throw, which 
will clear the way for you by sending a leaf to the ground before you land. You'll have to hit this boss seven times be- 
fore you can taste the thrill of victory. 
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Bp ths "BAD" bays are’ back in thé al-néw SUPER DOUBLE 
DRAGON for your'Super Nintendo Ente civ trou 
illy an y L unch, spina id kick t 


Penson uc EXCLUS INC. 
ERTAINME ENTS a D Tt wna nara REGISTERED 


UIN THE MARVEL 


Swing into action with three hot new Spider-Man” video games! Team up with 

The X-Men” for a non-stop challenge in ARCADE’S REVENGE™ for Super NES™.. 
dis-arm Dr. Octopus’ evil plan in RETURN OF THE SINISTER SIX™on NES™.. 

and end Carnage’s ° reign of terror in the incredible SPIDER-MAN® 2 for Game Boy® 
It all adds up to action so exciting — 
you'll be climbing the walls. 


(tin 


sgt 5 A x bens | 


Ronan =| —— cake ~~ © wh 
YOU'RE IN FOR A END CARNAGE’S a TR Ge ST Kee a 
SHOCKER, WEB-SLINGER “RAIN” OF TERROR ee... eA Sg a 


~~ OUTRUN TH 
RELENTLESS DOOMBALL 


BLAST MASTER MOLD 
WITH OPTIC BEAMS 


Le oll 
sili a 


SPIDER-MAN® X-Men® and all other Marvel characters and the distinctive likenesses thereof are trademarks of Marvel Entertainment Group, Inc. and are used with permission. 

© 1992 Marvel Entertainment Group, Inc. All rights reserved. Nintendo® Super Nintendo Entertainment System®, Nintendo Entertainment System® Game Boy®, and the official seals 
are registered trademarks of Nintendo of America Inc. Sega™ and Game Gear™ are trademarks of Sega Enterprises Ltd. Flying Edge™ is a trademark of Acclaim Entertainment, Inc. 

© 1992 Acclaim Entertainment, Inc. All rights reserved. LUN® is a registered trademark of LUN, Ltd. © 1992 LUN, Ltd. All rights reserved. All screen shots shown are from SNES™ format. 
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ComMPILED BY Davio S. Moskowitz 


Hudson Soft Hurls VG&CE 
Editors to Near Death at 


Sales Conference 
ASPEN, Colo.—At dawn on August 16, 
VG&CE Associate Editor Mike Davila was 


lured into a hot air balloon hoping to see 
the recently disclosed HuC62 system. When 


Hudson Soft, the balloon’s charterer, dis- 
covered that its guest was in fact Davila, 
and not Northern Exposure star Adam 
_ Arkin, they bound his upper torso with 
bungee cords and hurled him to the ground 
150 feet below. 

Once the safety lines proved more viable 
than reports of the Bonk RPG spread by 
Hudson Soft’s other guests, VG&CE Ex- 
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ecutive Editor Andy Eddy entered 
the balloon to discuss plans for a 
cover featuring the new Master 
Higgins Diet Shakes. When in- | We 
formed that Hudson planned no ff ita oceaay 
Pocari Sweat flavor, Eddy canceled 
the Master Higgins cover and was 
similarly bound and thrown to the 
ground. Like his second in com- 
mand, Eddy received no damage 
to his health meter. 


TTI has announced that consumers 
will be able to purchase the same display 
unit housing the TurboDuo in selected Toys 
‘R’ Us stores nationwide. The 24" x 28" 
x 22" unit comes without hardware “dé 
and will cost $349.99. : 
Consumers inter- 
ested in the display 
should call TTI at (310) 641-4622. The pro- 
motion is currently scheduled to last until Windows for the 


spring of 1993. IBM PC. 


The screen saver will display tribbles, 
the transporter room, Klingons, Romulans, 
the Enterprise and other images from the 


popular television show and movies. 
Berkeley Systems, creator of the top-sell- 
ing computer screen saver, After Dark, is 


developing Star Trek: The Screen Saver for 
both the Apple MacIntosh and Microsoft 


the software. 
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Sound Source Unlimited Inc., 
Paramount's licensee for computer sound 
effects, will provide the digital sounds for 


The Software Publishers Association has 
announced that, in spite of the recession, sales 
of computer software in the first quarter of 
1992 were up 19.8% over the first quarter of 
1991. Entertainment software sales were up 
38.8%, accounting for $65.5 million in sales 


in the first quarter of 1992. 


New Line Cinema and Sega of America have 
entered a joint licensing agreement for the up- 
coming movie Surf Warriors. Sega will produce 
a game based on the Rob Schneider and Leslie 
Nielsen movie for the Sega Genesis, Game Gear 
and Sega CD, in addition to providing video- 
game footage to appear in the movie. 


~ Atari has relocated its Entertainment Division 
marketing staff to Atari’s corporate headquarters 
in Sunnyvale, California. Any consumer inquiries 
about the Atari Lynx should be directed to: Cus- 
tomer Service, Atari Corporation, 1196 Borregas 
Ave., Sunnyvale, CA 94086. 


Electronic Arts of San Mateo, California, 
will now distribute six additional publishers 
of CD-ROM products. Following are the new 
EA affiliates with their first EA releases (if de- 
termined): Ebook—Aesop’s Fables, Renais- 


-sance Masters, Part 1; Humongous Entertain- 


ment—Putt-Putt Joins the Parade; |COM 
Simulations—Sherlock Holmes, Consulting 
Detective and Earth Invitational; NovaLogic; 
Pop Rocket Inc.— Total Distortion; and Zelos! 


Electronic Arts’ release of The Bard's Tale 
IV, for the IBM PC and compatibles, will be 
accompanied by the release of both a board 
game and companion novels based on the 
computer-game series. _ 
_Baen Books will publish three books, begin- 
ning with Castle of Deception, by Mercedes Lackey. 
_ Grenadier will release Bard's IV, a board 
game with cover art by Larry Elmore, artist 
of the book covers and computer-game box 
cover art. Artist, writer, editor and game de- 
signer Liz Danforth will supply art for the com- 


‘puter-game manual. 


Konami Inc. has become an official licensee 


_of Sega of America and will soon begin pro- 
ducing games for the Sega Genesis. Konami's 


first releases for the Genesis will be Teenage 


_ Mutant Ninja Turtles—The Hyperstone Heist, 


an original game based on the comic-book char- 
acters, and an adaptation of the coin-op game 
Sunset Riders. Also planned is Tiny Toon Ad- 
ventures, a Genesis game due in spring 1993. 


Figures Courtesy of RePlay magazine, based 
on an earnings-opinion poll of operators. 


1. Street Fighter Il: Championship Edition 
by Capcom 
_2. Mortal Kombat by Williams 
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Terminator 2 by Midway | 
Sunset Riders by Konami — 


‘Captain America by Data East 


Turbo Out Run by Sega. 
Double Axle by Taito 
Stee! Gunner by Namco 


_ Super High Impact by Midway 
. Space Gun by Taito 


Best Deluxe Videos 


. X-Men by Konami. 

_ Steel Talons by Atari 

. Race Drivin’ by Atari _ 
. Final Lap 2by Namco 


Hard Drivin’ by Atari 


Road Riot by Atari 


G-Locby Sega . 


- Cisco Heat by Jaleco 


ace rate by Sega ~ 


Best Coin-Op Software 
World Heroes by SNK 
Street Fighter Il by Capcom 


Aero Fighters by McO’River 

. King of the Monsters 2 by SNK 
. Wrestlefest by Technos : 
. Fatal Fury by SNK 


G.I. Joe by Konami | 


. Raiden by Fabtek 
. Rim Rockin’ B-Ball by Strata 
. Undercover Cops by Irem 


Tor Video Games for July 1992 
||) Whe lists of top-selling video-game soft- 
ware are BOO courtesy of Babbage’s. 


yon 10 Super NES Games | 
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. Street Fighter Il by Capcom 
The Legend of Zelda: A Link to the Past 


_by Nintendo — 
- Arcana by Hal America 


Contra 3 by Konami 


Top Gear by Kemco 


Final Fight by Capcom 


_ Final Fantasy Il by Square Soft 


Super Battle Tank by Absolute 


Super Ghouls & Ghosts by Capcom 


Super Soccer [hap by Taito 


! ‘Top 10 Gaieate Games 


Evander Holyfield Boxing by Sega 


| SportsTalk Baseball by Sega 

. Bulls vs. Lakers by Electronic Arts 

_ Taz-Mania by Sega | 

. PGA TOUR Golf by Electronic Arts 

. John Madden Football ‘92 by Electronic Arts 
. Olympic Gold: Barcelona ’92 by U.S. Gold 
. The Terminator by Virgin 

. NAL Hockey by Electronic Arts 


Nees enece by Electronic Arts 


“Top 10 ‘TurboGrafx-16 Games 
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Falcon 3.0 by 111 


. Neutopia by NEC | 
World Class Baseball by NEC 
_ Vigilante by NEC 


Final Lap Twin by NEC 


Splatterhouse by NEC 


Super Volleyball by NEC. 


_Dragon’s Curse by NEC 


Legendary Axe by NEC 


Andre Panza Kick Boxing by NEC 


Top NES Games 


. Yoshi by Nintendo 

. Tecmo Super Bowl by Tecmo 

. TMNT Ill: The Manhattan Project by Konami 
: aR eden “ Ry Tecmo 
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Malibu Comics 


Merges with Video-Game 


Developer 


Malibu Graphics Publishing Group has 


merged with video-game de- 
veloper Acme Interactive to 
form Malibu Comics Entertain- 
ment Inc. 

The new company will 
develop games for the Sega 
Genesis, Sega CD and Nin- 
tendo game systems. Malibu, 
publisher of the upcoming 
Street Fighter || comic book, 
has already entered into an 
agreement with Sega of Amer- 


ica and Sages Creation for, respectively, 
video games based on the popular comic- 
book series Dinosaurs for Hire and Ex- 
Mutants, 
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ON GENESIS"AND GAME GEAR’! 


«The Xenomorph are fast, spit acid-and are right behind YOU! The motion tracker 
is your only warning. No time to think, no time to catch your breath...RUN! aa 
= ->  Can'tsee very far ahead in these air ducts. Hard to breathe. Face-huggers can be in 
“=... Must find a Queen Alien. The closer you get, the more Aliens y you find...better not have them - 
: find youfirst! =~ s. 
Just keep telling yourself, “THIS ISN'T REALLY HAPPENING. .ITS ONLY A GAME.” 


GENESIS 


ENTERTAINMENT 


Alien 3TM & © 1992 Twentieth Century Fox Film Corporation. All rights reserved. Sega™, Game Gear™ and Genesis™ are trademarks of 
FEEL THE TERM : Sega Enterprises Ltd. Arena Entertainment™ is a trademark of Arena Entertainment. © 1992 Arena Entertainment. All rights reserved. 

Ss gee oom? Screens shown are taken from Alien 3™ Sega™ Genesis™ format. 
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Darkwing Duck by Capcom __ 


D. 
cs mea : Dark Horse Comics and formed Dark Vision Interactive, which will 
8. Dragon Warrior Ill by Enix Total Vision Form Interactive produce software based on Dark Horse’s 
9. Baseball Stars || by Romstar . a : 
10. Super Mario Bros. 3 by Nintendo Software Firm Original and licensed comics. 
Dark Horse Comics, the third-largest The first product to be released will 
Top 10 Game Gear Games comic-book publisher in America, and soft- be based on the Alien movies and 


Olympic Gold: Barcelona ‘92 by U.S. Gold 
Sonic the Hedgehog by Sega 

Clutch Hitter by Sega 

Ax Battler by Sega 
_ Spider-Man by Flying Edge 
Castle of Illusion by Sega 

‘Geo. Foreman’s K.O. Boxing by Flying Edge 
Chase HQ by Taito 

Crystal Warriors by Sega 

Super Monaco GP by Sega 


ware publisher Total Vision Inc. have comic-book series. 


a 
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Top 10 Game Boy Games 
Super Mario Land by ee 
Yoshiby Nintendo | 

NBA All-Star Challenge 2 by LUN 
The Simpsons by Acclaim 
Metroid I! by Nintendo 
Mickey’s Dangerous Chase by Capcom 
Dr. Mario by Nintendo 
Hook by Sony Imagesoft 
Pit-Fighter by THQ 

. Mega Man 2 by Capcom 


Ce, 


Top 10 Lynx Games. 
(All games this month produced by Atari.) 
- Batman Returns 
Rampart 
Hockey / 
Gauntlet: The Third Encounter 
Toki 
Blue Lightning , 
Gates of Zendocon 
. Warbirds 
ElectroCop 
Lynx Casino 
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Top IBM PC Games for June 1992 

The list of top-selling computer software 

was compiled by PC Research of Washington, 

_D.C., based on sales data received from Soft- 

ware etc., Electronics Boutique, Babbage’s 
and Waldensoftware. 


Top 10 IBM PC Games 
Aces of the Pacific by Sierra On-Line 
Hardball Ill by Accolade 
A-Train by Maxis 
Indiana Jones and the Fate of Atlantis 
by Lucasfilm Games __ 
Dark Queen of Krynn by Strategic 
Simulations Inc. 

6. Civilization by MicroProse 
7. Gateway by Accolade 
8. SimCity by Maxis 
g 
0 
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. F117A Stealth Fighter 2.0 by MicroProse 
. Ultima VII by Origin 


Tep 10 IBM PC Education Games 

1 Where in the World Is Carmen oe 

by Broderbund 
2. Mavis Beacon Teaches Typing 
by Software Toolworks 
3. Where in the U.S.A. Is Carmen Baridiego? 
by Broderbund 

4. New Math Blaster Plus by Davidson 
9. Playroom by Broderbund 
6. Algeblaster Plus by Davidson . 
7. Reader Rabbit 1 by The Learning Co. 
8 
9 
0 


Reader Rabbit 2 by The Learning Co. 
Body Works by Automap = 
Oregon Trail by MECC 
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FUN,FUN,FUWNI! 


A peaceful life in quiet Chinaland was suddenly thrown into 
disaster, after the Universal Peace Conference was over. The 
Emperor's concerns kept growing until Jack and Ryu decided to 
go out and settle the problem. The places they visited during their. 
expedition were:Chinaland, Mysteryland, Fairyland and Future- 
land. The more they advanced, the more suspenseful it became. 
What they found out was a devastating plot. 

There are loads of exciting action, cool items, neat vehicles, great 
attacks, and magic spells available. They are all yours to blow 
adversaries out of the way of the once peaceful Chinaland. 


ING GAMES FOR SUPER NES” 


FOR ALL GAME PLAYERS 
FROM BEGINNERS TO 
EXPERTS!! 


OPERATION MODES ARE AVAILABLE. 
— MODE 


SES METS HAW rn Ta ok: a bal WHAT IS THE NEW HIRYU HIRYU NO KEN SYSTEM WAS 


] EXPERT MODE THAT FULLY UTILIZES THE HIRYU NO KEN 
i WE CORRECTED THE OLD VEASION'S . 
SHORTCOMINGS ANO UPGRADED THE 
TEM, WHICH PR 


2). EXCITING FIGHTING MODE THAT REQUIRES SIMPLE 
CONTROL. 3). COMMAND BATTLE STYLE, ANIMATION MODE FOR 


PLAYERS WHO WANT TO ENJOY THE STORY. 4). AND LAST BUT NOT SYS H QDUCES THE 
™ LEAST, VS TOURNAMENT MODE WHERE EIGHT PLAYERS CAN THIS GAME HAS FOUR DIFFERENT MODES. EADY SUPERB FIGHTING ACTIONS ; 
i) r SRD PARTICIPATE. Shee Age her ENJOY EXCITING ATTACKS Nigues cyHA WAVE At oft fle 
int NOT REQUIRED TO DEFEND YOUR- | — 

i‘ THE FIGHTING GAME HAS FINALLY COME THIS FAR! THE SELF IN FIGHTING MODE. SECOND, EXPERT 


Bgl ieiAG VETS Coren ee 
T HAS GOT YOUR BASIC TECHNIQUES, LIKE PUNCHING AND ING, INATION TECH- 
| KICKING. ALONG WITH THROWING, FINISHING AND ALSO NIQUES AND MUCH MORE! THE FIRST VIDEO IGHTING MODE 
THE NEW FEATURE, OVERTURNING TECHNIQUE IS AVAILABLE? OUR 
OWN SYSTEM REPRODUCES OVER 150 DIFFERENT TECHNIQUES 


mt. hit Hifi THAT HAS ALL ELEMENTS OF FIGHTING SKILLS! A FIGHTING GAME 


Sait 
Petal 


INNERS AND THOSE 
PEOPLE WHO ENJOY THE STORY, THERE IS YOU CAN ENJOY EXCITING FIGHTS 


NTI Sk THAT IS NOW CLOSEST TO PERFECTION! COMMAND BATTLE STYLE, ANIMATION MODE. 
Ni: AND VS TOURNAMENT MODE THAT LETS UP WITH SIMPLE OPERATIONS. 
i pisittant) iN eal PEOPLE PARTICIPATE IT’S A SUPER THE STIRRING FIGHTING MATCHES 
RE: ME SYSTEM WAT WAVE A LOT OF FIGHT 
a, STORY MODE HAS A POWERFUL ENEMIES TOO SP aan Eat We 


BEGINNERS CAN ENJOY THE FULL 


NEW HIRY NO KEN SYSTEM — 


STORY MODE / ACTION : NIMATION MODE 
pelea A 


MYSTERIOUS ENEMY THAT HAS SUPERHUMAN 
SKILLS AND TECHNIQUES MOVES SUPER QUICK 
AND ATTACKS WITH A BIG HAMMER, GIVING 
FLYING WARRIORS A LOT OF TROUBLE 
WHEN YOU FIND THE TUSK SOLDIERS ANO THE MOONLIGHT 
WARRIORS AMONG THE FIGHTERS, TRANSFORM INTO THE 
FLYING WARRIOR AT ONCE AND FIGHT AGAINST THEM IN THE 
FIGHTING DIMENSION. USE MAGIC SPELLS AND OTHER ITEMS 


H, WISELY! YOU'LL HAVE A SHOWDOWN WITH DARGON AT THE 
a“ ine END! 
i i} oe poneannae 
, ' Bh apie agoent ee STORY MODE IS MUCH MORE FUN 
UP TO BGHT PLAYERS CAN PARTICIPATE IN THE VS TOURNAMENT MODE WHO LOVE , 
WHO EWOYY conrinuing p ACTION = GAME WITH AND INTERESTING! 
P TO EIGHT PLAYERS CAN PARTICIPATE IN THE VS TOUR- THE STORY ACTION LOVERS YOUR FRIENDS —EEEE 
NAMENT MODE! SRE real aee me FOR THOSE jt ARE NOT CRAZY 
MORE THAN 150 TECHNIQUES ARE AVAILABLE FOR YOU TO CHOOSE NON. BAFTLE STYLE, ANIMATION 
FROM OF COURSE. Me VOY AIOMAKES THE. FLYING 
YOU CAN ENJOY THE GAME BY YOURSELF OR WITH YOUR GOOD ANIMATION FIGHTING VS TOURNA- WARRIORS SO COOL! ENJOY THE 
FRIENDS. PUSH THE START BUTTON! LET'S SEE WHO IS GOING TO MODE / MODE EXPERT MODE /' eur mone GON WHO'S RISEN, FROM THE DEAD 
WIN THE TOURNAMENT! AS A BLACK GHOST! 
CULTURE BRAIN™, ULTIMATE FIGHTER™, SUPER NINJA Te Sane Sereno ae 
BOY™, FIGHTING SIMULATOR 2 inl FLYING WARRIORS™ NINTENDO® AND NINTENDO ENTERTAINMENT SYSTEM® . SUPER NINTENDO ENTER: 
and NINJA BOY 2™ are trademarks of CULTURE BRAIN US. NNTENOO OF AMERKAKG. 
A, ING. All rights reserved. ¢1991 NINTENDO OF AMERICA INC 


CULTURE BRAIN USA. INC. Bldg. D-130 18133 NE 68th St. Redmond, Wa 98062 


& 


ag ryiNc™™ 
WARRIORS 


YOU CAN PLAY VARIOUS KINDS OF CON- 


TACT SPORTS: IN FIGHTING SIMULATOR a , Reel JACK AND RYU WENT ON A SPACE TRIP WITH THEIR 

MODE ONE OR TWO PEOPLE CAN PLAY, OR a ae a PALS, WHERE THEY CAME ACROSS THE GALANDS 

Hag 'N THE FIGHTING ACTION GAME MODE, MANY 4 ORS te, Ge Gee ee Ge Oe 

a oa m= i CO OVER SE WITH THE 
§ FEATURES LIKE SIDE SCROLLING ACTION, pt SSN} ” POWER OF ? TREABUBES. RIG 

phere inet trea tog velicaen we eh MIGHTY POWER OF 7 TREASURES. RIGOROUS BAT- 

AND COSMC SAUCERS ARE AVAILABLE TLES AROUND THE TREASURES BREAK OUT WITH 


YOU IN PART OF THE ACTION AGAIN!! 
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Tips are graded on a scale of This month’s Easter Egg 
one to five joysticks. The more 
joysticks that are colored in, 
the more valuable the hint. 
Blow the dust off those old 
games, and try out some of our 
new hints! If you have some 
great hints and tips for us, just 
put them on a piece of paper, 
and send them to: VG&CE, 
9171 Wilshire Bivd., Suite 300, 
Beverly Hills, CA 90210, ATTN: 
Easter Egg Hunt. The author of 
each new tip we use will re- 
ceive $10. Write neatly and be 
sure to include your name and 


address! 


Hunt features a little bit of 
everything. Turn to VG&CE 


for never-before-seen cheats 


and codes for the Super 


NES, Game Boy, Turbo- 


Grafx-16 and Genesis. Look 
for more Street Fighter II 
weirdness, as well as our 


first codes for the new 


Genesis Game Genie. 


Yo' Bro Turrican 


(NEC For THE TURBOGRAFX- 16) (ACCOLADE FOR THE GAME Boy) 
he oy 2 A QZQWQLL® 

Here's a great find We've told our readers about cheat codes for all of the 
that will give you a head other versions of Turrican—why not the Game Boy too? At 
start in this breezy West the options screen, press A, B, B, A, B, A, A, B, A, A, B, A, A, 
Coast adventure. Skate B, A, A, then choose “cheat” for infinite energy. Your ener- 
up to the building direct- gy meter will go down when you get hit, but you won't die 
ly above you at the be- when it runs out. 


ginning of the game and 
toss a bomb at the door 
beneath the green awn- 
ing. Once the door has 3 oe 
been blown open, skate —- | 
through it and you'll find a 
a huge warehouse load- 
ed with power-ups in- 
side. You'll have only 30 
seconds to make your 
way around the room, 
so be quick about it. 


Super Battletank: 
ar in the Gulf 


(ABSOLUTE FOR THE SUPER NES) 
1 ai OTe. 


Q 
So 


Johnny Entley of Charleston, West Virginia, was the first to | 
send in this helpful tip, which allows you to inflict a lot of dam- ° 
age with very little firepower. Fire your machine gun at any target and press START to pause the game at the exact 
moment that the target is being hit. The target will continue to flash while the game is paused, and within a few sec- 
onds it will be destroyed. With a little practice, you'll be able to blow away an enemy tank with a single bullet! 


continued on page 30 
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You’re George Foreman - with an 
appetite that only KO BOXING can satisfy! 
Take on a roster of heavyweights...rock’em 
with stinging combos...pound’em with a 
spectacular “Big George” 
Super Punch...and get ready 
for the fight of your life!! 


DEVASTATING POWER 
PUNCHES! 


TO RUMBLE! 


GET READY (yy 


A«iaim 


Available for 
GAME BOY,’ NES,” SNES,” GENESIS” & GAME GEAR.” 


entertai fertainment. inc 


Super Nintendo Entertainment System, Nintendo Entertainment System®, Game Boy® and the official seals are trademards of Nintendo of America Inc. Sega” Genesis™ and Game Gear™ are trademarks of Sega Enterprises 
Ltd. George Foreman’'s KO Boxing™ , Flying Edge™ , Play with the Pros™ & Acclaim® are trademarks of Acclaim Entertainment, Inc. © 1992 Acclaim Entertainment, Inc. All rights reserved 
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: Several pice readers LT ee | rT a COMT [MUE + 
have written to tell us | wisila Ulster: AE depth hed | 
about: an easy way to. 
skip ahead and fight re 
against the four boss 
characters without hay : 
ing to work your way up 
through. the ranks of 
Street Fighters. During a | 
one- player game, press. 
the START button on 
Controller 2 as if a sec- 
_ond player will be on : 
ing you in mid-battle. Betaat he new pabonene—anich is easily done, since he or she i is not being controlled by the 
computer or by another player—and wait for the second player's “continue” timer to expire. At this point, the game will 
_ revert back to a one- player contest, but you will already have defeated your first opponent. 

Repeat this. process for all seven of the other characters. After each of them has been beaten once, you'll move on to 
tace Balrog and the other boss characters without ever having lost a round! A $10 Easter Egg Hunt “finder’s fee” goes 
mr rs mg to Hank Morris of Hodge, Louisiana, for being the first reader to 

report this quirk. 

In other Street Fighter I| news, our contacts have discovered a 
new trick that doesn’t require any special codes. Here’s how it 
works: Select a one-player game and don’t choose any character. 
After a few seconds, the computer will automatically choose Ryu 
as your fighter and you'll be flown to the USA to battle Ken in ne 
first match. 

As soon as the match bagins, press START on Controller 2 to 
enter a two-player 
game, and choose 
Ken as player two. 

When the game 

as nee | starts, | don t 

: ust let the timer run out oh four rounds, a “draw game.” When 
Ge ‘continue” screen appears, press START on Controller 2 and 
choose Ken as your character. You’ ll enter a one- player game with Ken 
as your opponent! Unlike Street Fighter ll: The Champion Edition, which 
changes the appearance of one of the players if you choose to fight 
agaist ie s same character you re ey this: tS gives you two 


Sou can do this 

trick with Ryu, too. 

JuSt Start the 

game with Con- 

troller 2 and let 

the computer pick 

Ken for you, inter- 

rupt tne first 

match by pressing 

START on Con- 

troller 1, pick Ryu 

with Controller 1 

for She “draw 

“ game” and pick 
Ryu again with foniroller 1 when the ‘ ‘continue” screen comes up. | 


EARLY FOR 


Can Furballs 
Really Fly? ——- 


here’s only one way to find 

out. Jump into Wing 
Commander, the game series that 
defined interactive entertainment 
on the PC. You’re whisked to the 
front lines and left in the middle of 
an intergalactic brawl with a 
bunch of flea-bitten, battle-scarred 
felines from Kilrah. 


And the cats are ready to rumble! 
You'll launch into more than 160 
doegfight-filled missions, first as a 
scared rookie pilot assigned to the 
carrier Tiger’s Claw, later as a com- 
bat-hardened veteran fighting to save his reputation. And you’d better be good, because 
the action intensifies, the opposition stiffens, and the stakes climb with each victory. 
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WING COMMANDER WING COMMANDER II 


Game of the Year: Game of the Year: 
Computer Gaming World and OMNI Magazine Video Game & Computer Entertainment 
Best Action Game of the Year: Best Sound Effects and Speech: 
Chicago Tribune, Game Players Computer Game Review 


Now available at your favorite software retailer 
on all popular MS-DOS formats — including CD-ROM! 


: Call 


Wing Commander, Secret Missions, Special 1 800 999 4939 
Operations, Vengeance of the Kilrathi and the f MC/VI SA 
distinctive ORIGIN logo are trademarks of or 

ORIGIN Systems, Inc. We Create Worlds is a 

registered trademark of ORIGIN Systems, Inc. O rders 
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__ Arcade-style action! European critics raved, and you will, 
too. Test your coordination—and your managerial skillk— i 
as you play for the European-championships. More than  ==—- 256-color, 3-D VGA Graphics. You control the playersand 
. De) ogual clubs are included. VGA and EGA. Arcade, ==—_—_all the action. More stats than ever! Plus: programmable = 
management and full simulation modes. Real life action: = ==—~— computer manager, detailed Stadium Graphics. You can 


__ corner kicks, free kicks, trick shots. Much more! It’s the best = ——set up your schedule...”Quickplay” a season in minutes. 


_ game yet for the soccer buff—and a perfect way for the 


novice tolearnthe game. > 


Ae 


EAS TE R E G G H U N T 


on any auxiliary MicroLleague a ee 
product purchase when you COMING 


- INA AU ie 


| MAJOR LEAGUE BASEBALL PLAYERS 
ML, 
| 


FREE WITH MICROLEAGUE FOOTBALL2 ; 
FREE GM/Owner disk ($29.95 value). Input stats, make 
trades between teams, even between eras. Wheel and deal. 
Season disks available, too. (Separate purchase.) Coming - 
soon: Auxiliary Disk to convert pro a into. college 
game. ..featuring the great college bowls! 


SOON: | 

buy any MicroLeague game at | SOO a 
te enon nea sea EXCITING NEW 

eee most major GAMES 
Software Retailers. FROM 
Send proof of purchase to Microleague . PPAIFCACIIC. 
We'll send you your $10 coupon. — MICROLEAGUE | 
Officially Licensed by the National Officially Licensed by the Major 
Football League Players Association. _ League Baseball Players Association. 
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Batman” Revenge of The Joker” 
Only from 


SUNSOFT 


SUNSOFT® is a registered trademark of Sun Corporation of America. © 1992 Sun Corporation of America. 
Batman, The Joker, and all related elements are the property of D.C. Comics Inc. TM & © 1992. 


he San Fran- 
cisco Bay Area 
is home to hundreds 
of computer-related 
businesses. Apple, Sun 
Microsystems, Elec- 
tronic Arts, Autodesk, 
Broderbund and many 
others all make their 
homes in this vicinity. 
However, in a new 
brick building in Alameda, across the bay near Oakland, isa a crime, though knowledge of the particular language will be 
venerable manufacturer of game software, Spectrum _ necessary in order to progress. Scheduled for 1993 release on 
HoloByte (SH). Known for the Falcon series of flight simula- | compact disc, Spanish is the first language that the game will 
tors and most any “-tris” game (Tetris, Wordtris, Super Tetris, be developed for, and other languages will follow. 
etc., all created by Moscow’s Alexey Pajitnov and his Another title, which was shown in early form at the Sum- 
friends), SH is spreading out to tackle some other products, mer CES, is a computer chess game in the spirit of Battle 
most notably cartridge software. It has versions of Wordtris Chess. The game’s creative oe knows that there is sia! little 
for the NES, SNES and Game Boy, and is working on a ver- Ps = 
sion of Falcon™ (which was recently awarded a registered 
trademark) for the SNES as wel which accompanies the re- 


= 


Lampoon name for fhe game, to add an air of com 


evel of of detail is expected J As I was roaming d 
ain employees were “in costume, ’ getting 


digitized game rae la 
turn. a commer and see a 5 


were gearing up fora solt- 
e a joint iar It's obvious 


IES is somewhat too slow to 
alcon 3.0, and it would be very 


; reryaammpoti and will n 
they are in a Le ae / 


~ tor, you expect that all hell 


Operation: Fighting Tiger is the first add-on disk for 
Spectrum HoloByte’s highly successful Fa/con 3.0. 
The package’s smooth 3-D graphics are stunning. 


take armchair combatants into three “the- 
aters”: India/Pakistan, Japan and Korea. Ex- 
panding on the original Falcon 3.0, players 
face new challenges, missions and aircraft 


as 
well as some new enemies, including an 
from Russia. 


experimental plane 


Make It So 


The pride of the SH lineup, however, is one that will no 
doubt titillate all types of gamers. Star Trek: The Next Gener- 
ation (ST: TNG) will be released under the Spectrum 
HoloByte name for computers (the IBM version is expected 
for a mid 1993 release, and other computers are being as- 
sessed as potential platforms) and for the SNES (scheduled 
for second quarter 1993). Also, SH might develop a Genesis 
version that would be released under Sega’s name (also sec- 
ond quarter 1993). “Though there will be similarities,’ 
Genser told me, “I hesitate to call them ‘versions’ because 
they are different games.” Working with a big studio like 
Paramount can be a daunting and time-consuming process, 
so certain segments will appear in all ST: TING versions in 
order to speed up the approval process. oo ae 

When a pair of Garidian | ‘ 
ships pours into your sec- 


will break loose. What fol- 
lows provides an unex- 
pected twist in the plot, | ae 
but one of typical Trek pro- AS ”: | 
portions for the extended | cap 


calm of the universe. At th 
heart of Garidian civiliza- 
tion—following the split 
that brought about the ex- 
istence of the Vulcan 


races-is the set mo or 


existence of i, “fifth scroll,” 
which. reportedly dealt 


with die Garidian lower 
class. The lack of this fifth 
scroll gave the ruling class 
Vip—EoGamEs & COMPUTER ENTERTAINMENT 


every Opportunity to keep this 
lower class as a slave state. 
Your mission weaves the En- 
terprise through a search for 
the fifth scroll, tangling you in 
other unplanned plot twists 
along the way. 
“ What you can plan on in 
all versions will be a variety of game me- 
chanics: conflict segments, space travel 
and away-team missions. Unlike most 
adventure games, it won't be a strictly 
linear game—if you want to travel to a 
planet or pass up a confrontation, you're 
free to—however, everything will take 
place on a time line. Events will occur on 
a particular schedule, and you will gather 
clues along the way to help you finish your mission. The 
game will also spring on you a couple of different story lines, 
so it won't be obvious that you are going in the right direc- 
tion at any given time, though all aspects of the plot will 
eventually become apparent. When you hit various “nodes” 
in the time line, you'll trigger events, usually displayed as 
noninteractive cinematic sequences that lead you through 
the game sequences. “We want to make it feel like the TV 
show,” Genser said, “that’s our biggest challenge.” 
The game’s complexity could prove overwhelming to the 
novice player, but help will come from an “advice” mode. 
This mode will come in the form of crew suggestions—how 


you should deal with characters from Deanna Troi or what ~ 


weapons to use from Lieutenant Worf—but the advice 


won't always be your optimum strategy. The decision of 


whether the suggested path is “good or bad,” as Ge 


noted, is left up to the player. 
As complex as the game is, the SNES interface will be as 


= i for the player as possible. Though, on my visit, it a, 


was still being worked on, the interface will be 
pn icon-driven, with ‘ BS downs. 


The detail ping 
into SH’s Star _— 
Trek: The Next 
Generation is 
incredible, as 
shown by the 
involved sketches 
and screens of 
alien installations. 
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pushes, you can lock in on a single 
away-team member at his location. 
What's really exciting is the flexi- 
bility you have in setting the char- 
acters in motion. You can, for in- 
stance, put a phaser in Worf’s 
hands and plot a path for him to 
travel. During this loop, Worf may 
happen upon another character, 
and, without your intervention, he 
may choose a particular action— 
though, knowing Worf, it may re- 
sult in a more violent action than 
you'd prefer! You have to take into 
account the personality of a char- 
acter when you make your “com- 
mand” decisions. 


Up-to-Stardate 
Authenticity 


Scripting the game is Stephen 
Goldin, who has written 26 books 
on science fiction (among them, A 


gard, its obvious that Goldin 
will bring accuracy and the 
proper ST: TNG feel to the 
story. “The reason I like the 
second show better than the 
first,” Goldin emphasized, “is 
that the stories are people- 
oriented, character-related. 
We can make [the game] ex- 
citing, and part of my job is 
to keep the characters accu- 
rate. Its what people are tun- 
ing into [ST: TNG] for—real’ 


characters—and in the game 


" they'll be able to get advice 


World Called Solitude, The Eternit 
: - Above left: A planetscape sketch is just one land you will visit. é f 
from a particular character in 


Brigade and a Star Trek Story called Above right: An early screen of the Enterprise’s bridge. 


Trek to Madworld). From that re- Bottom: An artist’s rendition of a cockroachlike alien. their ‘voice. ” There’s some- 


This all new LINKS 386 Pro version of our award-winning 
LINKS golf game offers many dramatic improvements that 
make playing LINKS 386 Pro more enjoyable — and gives you 


exciting new golfing possibilities! 


Super VGA Graphics and 386 Power! 

The new LINKS 386 Pro, featuring Harbour Town Golf Links, is 
the first golf game specifically designed for the graphic capabilties 
and computing power of your personal 386/486 computer system. 
SUPER VGA 256-color graphics at 640x400 resolution display 
breathtaking views of LINKS Championship Courses. Your friends 
won't believe that your computer looks so good! 


A lot of listening went into LINKS 386 Pro. 


Many of the new features and improvements were added in 
response to direct requests from LINKS users like you! An 

exciting new feature is our Unique Computer Opponent. Play a 
round of golf and save your game. The new LINKS 386 Pro 
recorded every shot you made. Send your game off to your buddy 
and he can play against you right on the screen, shot for shot, as if 
you were right there next to him! We've also included pre- -recorded 
games from worthy opponents, statistics, a variety of game play 
modes and much, much more. 


Over 345 combinations of Viewing Windows. 


Texturing of 
fairways, rough, 
sand, and other 
surfaces adds an 
extra level of 
realism. 


Male and female 
golfers. 


You can use any 
of the 7 existing 


LINKS courses or 


upgrade your 


favorite course to 


the Super VGA 


version. 


With the new LINKS 386 Pro a re not stuck with just one standard viewing window. With a few 
clicks of your mouse you can split the screen giving you a real-time reverse view of your shot to 


the green or add a scaleable top-view that displays the 
=2= ACCESS flight of your ball. Scorecard, club distance chart, a 
terrain profile and other panels give you the flexibility 
== SOFTWARE INCORPORATED 


to display what you want to view while playing and 
4910 W. Amelia Earhart Dr.e SLC, UT 84116 Cael P aa, 
(801)801-359-2900 FAX (801)596-9128 you can change your viewing setup at anytime! 


*Actual Links 386 Pro Super VGA Screens 


thing to be said for familiarity, 
which is what many successful de- 
signers say is one of the benchmarks 
of a game that people go back to 
time after time. 

Once you have a story line, the 
game isn’t finished, of course. 
There are lots of storyboarding 
and programming decisions and 
art creations to put in motion. The 
normal schedule is to meet in the 
morning and brainstorm for a cou- 
ple of hours, planning out new 
twists in the plot. This meeting re- 
sults in new storyboards and lists 
of art to be created. This artwork, 
in the form of pencil sketches, is 
scanned into a computer and col- 
orized. (Oddly enough, the PC 
version will have its art originate 
on the Macintosh, while the cart 
versions will be created on PC de- 
velopment stations.) Hundreds of 
amazingly detailed images 


HoloByte’s 


Generation 
many worids 
adventurer 


through the 


a credit to the many talented 
artists working on the project—are being used to make up 
the 20 to 50 worlds in the game. The cart versions will 
offer between eight and ten away-team missions, with mul- 
tiple visits to certain locations, and the disk version will be 


Spectrum 


Star Trek: 
The Next 


will offer 
for the 
to visit 


story line. 


It also shows 


by the game itself. 


Improved swing 
indicator to allow 
for more accurate 


putting. 


Real-time split 
screen views of 


making your 


the green. 


New Features for Links 386 Pro! 


“Seven different viewing windows, with over 345 different combinations. 
Improved club selection feature. * Wide, panoramic views giving you a 
better feel for the course. * Statistics recorded for each player, game and 
course, with optional print out. * A “Saved Shot” feature. * Scaleable “Top 
View”. ©“Profile View” which shows changes in elevation between the ball 
and the pin. * All new sounds! Supports SoundBlaster, SoundBlaster Pro, 
Adlib and other compatible sound cards & RealSound. * Improved swing 
indicator for more realistic putting. * Male or female golfers, with 10 
different shirt colors to choose from. * Spectacular texturing of fairways, 


rough, sand, water not offered in other golf games. 


your shot. Great for 


approach shot to 


The Experience Continues... 
The challenge doesn't end with Harbour Town. You can play each 
of the original LINKS Championship Courses (sold separately) 
with LINKS 386 Pro. Seven internationally-acclaimed golf courses 
on your desktop! Torrey Pines, Firestone South Course, Bay Hill 
Club, Pinehurst #2, Troon North, Dorado Beach, and Barton Creek 
with additional courses being released as fast as they are completed. 


If you're a LINKS owner, you can purchase LINKS 386 Pro at a 
special introductory price. Call us today for more information. 


1-800-800-4880 


Call toll-free, 24-hours a day, Mon-Sat in the U.S. 
and Canada or visit your local software dealer. 


The 
player also has to contend with 
the requisite space combat and 
certain aspects of “ship mainte- 
nance.” All along the way, the 
player will get a “feel” for the 
environment, not only from 
the visuals, but through the 
use of ambient sounds. You 
will hear subtle drips, for ex- 
ample, when you enter under- 
ground caves. 

All this results in something 
that Trekkies will be proud of. 
In fact, according to SH people 
on the project, Paramount is 
quite happy with what has been 
developed up to this writing 
(early September). And there’s 
still, from the standpoint of 
game development, a long way 
to go until the expected releases 
on the targeted platforms. 


even more extensive. 


the creative sparks that fuel Spectrum 
HoloByte products. The company isn’t satisfied being 
known as the people that brought Tetris to America. Cer- 
tainly, this preview of its upcoming lineup shows that SH 
isn't going to sit back on its laurels. 


What Reviewers Are Saying about LINKS 386 Pro: 


Strategy Plus: 


“with LINKS 386 Pro, Access has not so much pushed back the ‘envelope’ as redefined the term 
‘simulation.’ Right from the opening screen it’s clear that something special is happening here.” 


represents a new generation of computer game. Just play it and love it.” 


PC Entertainment: 


Computer Gaming World: 


“the ground texturing is dramatically realistic.” 
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“for sheer, unadulterated realism, no golf simulation equals the performance of LINKS 386 Pro.” 


“..1f you're serious about golf simulations, treat yourself to LINKS 386 Pro. And if you don’t own 
a 386 to run it on, yout’ve finally got a real good reason to lay out the money for an upgrade.” 


“If you have a fast 386 or 486, think of LINKS 386 Pro as a Ferrari or a Corvette.” 


1990’s PILLS ‘N’ THRILLS 
AND BELLYACHES and the 
hit ae “Step On,” drove 
HAPPY MONDAYS from 
ecstacy-stained club attrac- 
tion to mega-watt novas of 
Britain’s dance-rock explo- 
sion. Produced by Chris 
Frantz and Tina Weymouth, 
“Yes, Please,” takes them the 
important next step. Prepare 
to move both mind and feet 
with HAPPY MONDAYS’ 
new single, “Stinkin’ Thinkin’.” 


Juxtaposing images of 
Charles Manson and ice 
cream, purring winsomely 
about crucifixion and viola- 
tion. Through Tori Amos the 
rumblings of a soul are 
exposed. Her poetry per- 
sists, naked in its frank 
attempts to reconcile, or at 
least recognize, the dispari- 
ties that surround her. Her 
music is unnerving, discom- 
forting, yet absolutely 
compelling. 


Take 70’s acid rock, add a super 
heavy bass and guitar sound and 
the result is - KYUSS - four young 
musicians from Palm Desert, Cal. 
who describe their sound as ‘A fresh 
bong load of potent, sticky and hairy 
musical salvation.’ “Green Machine” 
is the first single/video resonating 
from “BLUES FOR THE RED 


SUN.” 


Aztec Camera return to the 
spotlight with “Spanish 
Horses,” the first release of 
their fifth Sire album. 
Singer/songwriter/guitarist 
Roddy Frame has been 
crafting soulful, smart pop 
songs for over ten years, 
and once again he demon- 
strates his talents with a 
beautiful collection of tunes. 


dee 


* 10 new vasio congestive videos every month for a microscopic 
$2.98. As a subscriber to Rock Video Monthly you'll receive a fresh 
new video cassette each month featuring 10 new cutting edge bands 
and their steriod-raging videos. (All you have to do is pay the $2.98 
and the stupid shipping and handling charge).This is an exclusive 
offer. You can't find another deal like this even if you wanted to. 

*More special videos If you thought this was a totally unbelievable 
deal...wait! In addition, up to 6 times a year, yoiu may also receive 
special videos featuring 10 cutting edge artist in your preferred musical 
interest for the same single-celled $2.98 plus shipping and handling. 
That's up to 180 hot videos you can own every year at unhuman 
prices. 

*$20 discount certificates on cerebral CD's and cassettes. Every 
time you buy one of the albums of the ten bands featured in the vein- 
popping videos from your close-to-home music hospital, we'll give you 
discount certificates worth up to $20. Don't have a spasm, we're for 
real, you can get these certificates every month 

* FREE Magazine,too.Every month we will also send you a magazine, 


Tom Verlaine’s unique and 
vocals set the tone 
for the timeless, innovative 
material on TELEVISION’s 
self-titled new release 
including the new single 
“Call Mr. Lee”. This highly 
anticipated album features 
the wild and distinctive gui- 
tar sound that was the 
trademark of their earlier 
recordings. TELEVISION 
is: Tom Verlaine, Richard 
Lloyd, Fred Smith and Billy 
Ficca. 


An unhuman music video offer. e, 


Ice-T (lead vocals), Ernie C. 
(lead and acoustic guitars), 
Mooseman (bass), D-Roc 
ue guitars) and 
eatmaster “V” (drums) are 
the revolutionary metal 
band Body Count. At 
1991’s show-stopping 
Lollapalooza appearances, 
on their debut album, and 
on their around-the-world 
1992 tour, Body Count's 
words and music are as } 
tough as they are smart. se 


BODY COUNT 
BODY COUNT: The Winner Loses 
Sire/Warner Bros 


BLUES FOR THE RED SUN:Green Machine 


ali Records 


(along with your video cassette of course), offering CD's, i 
cassettes and videos featuring all kinds of music...rock, rap, soul ri) fe? 
maybe even polkas. Plus , because we're such nice people, we : 
added _ hard to get merchandise like concert T-shirts, posters, oF : 
and other un-named paraphernalia. The muscular thing about all this 
is, YOU ala Hie what you want, when you want. : 
* NO risk - NO obligation. If your brain is telling you this offer is a ioe 
fatty wad of cellulite, we don't blame you. We have a hard time ‘eueaaall 
believing it ourselves. This is not a spineless offer. Our objective is 
to turn you on to new subcutaneous music videos from cutting edge 
bands. If you don't believe us, just try us. Send in the coupon to get 
eel first music video cassette filled with 10 different videos and sit i: 
ack on that nice big gluteus of yours and and let your brain fly. f 
Then, if you're not satisfied, inside and out, for what ever stupid rea- 
son, let us know. Simply write "cancel" on your invoice and return 
the tape. (We really are nice people, we won't ask any questions and 
you can forget the whole thing). 


a 
“3 


4. 


you inside out. 


It's called Rock Video Monthly. Get one VHS video cassette 
filled with 10 coronary-arresting videos. That's 10 subcuta- 


neous cutting edge bands that you'll feel for a microscopic 


“Power groove” is how 
PANTERA describes their 
sound “it’s a heavy, riff-ori- 
ented feel.” With non- 
sugar-coated lyrics which 
slice straight to the bone on 
matters of racism and 
close-minded self-right- 
eousness, Pantera’s angry 
voice supplies heavy, dri- 
ving serious music to peo- 
ple who rely on it. 


Sete ea tour, THE 
BEAUTIFUL’s compelling 
combination of rock, alterna- 
tive, and punk is expansive 
music, is the psychic purge 
of musically possessed and 
obsessed minds. Their 
album Storybook pulls you 
into a musical otherworld, 
revealing what can be when 
a band pursues the infinite 
goal of apocalyptically good 
sound. 


PANTERA 


VULGAR DISPLAY OF POWER: This Love 
Atco 


Chicago’s own MATERIAL 
ISSUE bring you the edgy 
op tune “What Girls Want” 
rom their second Mercury 
album DESTINATION 
UNIVERSE. Hot on the 
tracks of their first album 
"International Po 
Overthrow," MATERIAL 
ISSUE is back with their sig- 
nature three part harmony 
built around brilliant guitar 
work and complete with 
multiple pop hooks. 


Gloriously unrefined, strik- SUSUR 0) 2 eS DO oe ee 
ingly original, unafraid of 
controversy, SONIC 
YOUTH are widely 
acclaimed as the Incon- 
testable leaders of under- 
ground rock. Arresting both 
visually and musically, the 
100%’ video comes from 
their new album, DIRTY, a 
staggering sonic chronicle 
of life in and under America 
in the nineties. 
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TTl 
For the TurboGrafx- 
16/TurboDuo ($49.99) 


TG- 16 owners: TurboGrafx-CD with 
Super System Card required. 


SOUN EMUSIC 


| PLAYABILITY 


OVERALL 


The original Brgderbund classic, 
by Jordan Mechner, has finally made 
its appearance on the Super NES and 
TG-CD systems, and will soon on the 
Sega CD. 

For the few who haven't heard the 


| tale of our Persian hero, the story 
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takes place in Persia during the Mid- 
dle Ages. One day, The Sultan of Per- 
sia goes off on an expedition (or is 
fighting a war, depending on 
whether you are playing the SNES or 
TG-CD version). The government has 
been left in the hands of an evil min- 
ister named Jaffar. The minister 
decides to take over the kingdom 
and to marry the princess. As the 
One and only true love of the 
princess, the future prince must 
escape from the dungeon, battle his 
way past guards, defeat Jaffar and 
rescue the princess. 

When you look at both versions 
side by side, the differences you see 
are purely cosmetic. Each contains 


subtle variations that feature the 
capabilities of its particular game sys- 
tem. The TG-CD version has the more 
extensive soundtrack, while the SNES 
version has the more striking graph- 
ics and visuals. Interestingly enough, 
| thought that the TG-CD version 
looked cleaner and less overbearing. 
It was easier to tell exactly what | was 
looking at and if any traps 
lay in my path. 

Another interesting 
graphic difference is that 
the TG-CD version has lots 
of blood and gore while the 
SNES version has none. In 
the SNES version, if your 
character falls into a pit 
with spikes or gets cut in 
half by a trap, he simply 
fades away, instead of 
falling into a pool of blood. 
Unfortunately, Konami is 
under close scrutiny from 
the big “N,” as is every Nin- 
tendo licensee. 

But what about game 
play? What separates these 
two from each other? Well, 
for starters, the SNES ver- 
sion has a total of 20 levels, 
while the TG-CD version 
has only 12. The Prince, or 
character that the gamer controls, 
moves with the same lanky fluidity in 
both versions, almost as if he were 
made of rubber. | did find that the 
Prince in the SNES version was 
somewhat flat-footed, and, whenever 
he took a step, he made a harsh, 
clanking noise that was annoying. It 
also seemed a bit harder to control 
the Prince on the SNES, especially in 
a situation that could prove fatal 
(e.g., when fighting a guard or jump- 
ing Over a pit of spikes). 

Konami did incorporate a training 
mode that lets players run an 
abridged version of the different lev- 
els so that they can get used to con- 
trolling the character and discover 
what obstacles they must overcome 
during the game. The TG-CD version 
doesn’t have that feature, but, 
instead, has a speed control select 
that lets you choose the speed at 
which battles occur and how fast the 
character moves. The TurboGrafx 
game seemed to require a lot of tim- 
ing of critical maneuvers, and, with- 
out slowing down the speed, it would 
have been almost impossible to get 
past these areas. 
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Both. ver 
sions 'ot the 
game are really 
challenging, 
and both have 
good and bad 
attributes. lf 
you have both 
systems and 
are trying to 
decide which 
version of the 
game to buy, 
you might as 
well flip a coin, 
because they 
are simply too 
much the same 


game to say that one is better than 


the other. 


Konami 


900 Deerfield Parkway 
Buffalo Grove, IL 60089-4510 


(708) 215-5111 
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—Mike Davila 


6701 Center Drive West, Suite 500 
Los Angeles, CA 90045 


(310) 641-4622 


Felix the Cat 

: HUDSON SOFT 

For the Nintendo Entertainment 
System ($49.95) 


SOUND/MUSIC 
GRAPHICS 


PLAYABILITY 


OVERALL 


That the name “Felix the Cat” will 
land on the collective head of Amer- 
ica’s grade-schoolers with a resound- 
ing thud is one of the great injustices of 
popular culture: Among the first mar- 
quee-value stars in animation history, 
Felix was also among the first to lapse 
into complete oblivion, a fate unresus- 
citated (as far as | know) by any tacky 
Hanna-Barbera TV cartoons or Felix the 
Cat fan clubs. So it’s some small mea- 
sure of consolation, | guess, that Felix 
has finally returned to these shores in 
the form of a terrific 8-bit NES game, 
one that makes comparable carts star- 
ring the Flintstones, Mickey Mouse and 
the Tasmanian (burp) Devil seem like 
kitty litter by comparison. 

To describe Felix the Cat as a Super 
Mario clone might be perceived by 
some as a demeaning comparison, so 
let me just put it this way: If Super 
Mario World played with the speed 
and personality of this cart, Nintendo 
wouldn't have left itself open to a full- 
frontal Sonic assault. Sure, Felix leaps 
across chasms, floats through the air 
and battles goofy-looking boss mon- 
sters at the end of every stage, but he 
does so with a feline grace that’s a 
credit to the programmers at Hudson 
Soft. Also, this cat's 
power-ups are a heck of 
a lot more fun than 
Mario's: Starting out 
With a gaqd boxers 
glove (the breezy /eit- 
motif of this game con- 

-cerns Felix’'s “bag of 
tricks”), he progresses 
to a magic hat and cane, 
a single-wheeled go- 
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kart and final = bulky, 
boulder-spitting tank 
from which only his 
head protrudes. (The 
animation here is hilari- 
ous: Felix looks like 
Michael Dukakis during 
his infamous “I'm for a 
strong defense, too” 
photo-op.) | 
What makes ealie. 


the Cat truly stand out 
trol, which, when you 


only area where the 8- 
bit NES can even hope 
to compels with its 16-bit cousin. This 
is simply the most responsive NES 
game I’ve ever played, more user- 
friendly than Megaman, less clumsy 
than Mario. This intuitive quality 
makes the first couple of levels a no- 
brainer—l suspect even six-year-olds 
might feel a bit cheated in the chal- 
lenge department—but matters start 
to get hairier toward the end of the 
third stage, when you suddenly realize 
you’re running out of lives faster than 
a blind kitten on the interstate. Fortu- 
nately, especially for younger players, 
Felix has enough 1-ups programmed 
in that the only time you're likely to 
stop playing is when you get up and 
turn the power off yourself. 

By this point you may be asking: 
Just who is this game intended for? 
Obviously, preteens are the market of 
choice, though, as | mentioned at the 
top of the review, Felix the Cat proba- 
bly carries as much name recognition 
with the kindergarten set as former 
Supreme Court Justice Felix Frank- 
furter. So let me just put It this way: 
Felix is as instantly adoptable as a 
stray kitten in a thunderstorm, and 
hey, you don’ t even have to feed it. 

—Bob Strauss 
Hudson Soft USA cae 
400 Oyster Point Blvd., Suite 51! oF 
South San Francisco, CA 94080 | 
(415) 871 OO: = 
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is its hair-trigger con-_ 


think about it, Is the | 


Alien® 
ARENA ENTERTAINMENT 
For the Sega Genesis ($49.95) 


SOUND/MUSIC 9) 
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GRAPHIC 
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PLAYABILITY 


OVERALL 


O.K., O.K., | know what you're say- 
ing, “Not another run, jump and shoot 
game based on a flop!” Yeah, but wait 
a minute. This one actually has some 
beef to it, or should | say alien slime. 

Just as in the movie, the player, as 
Ripley, must traverse the maze of tun- 
nels, shafts and subterranean 
passageways of the planet 
Fiorina 161, searching for 
prisoners who have been 
glued to the walls by aliens. 
Along the way, you will pick 
up extra ammo for your arse- 
nal and energy power-ups 
that revitalize Ripley. If her 
energy level runs out, so does 
her life. 

Alien’ is broken up into 15 
stages, and after every third 
stage you go up against a 
level guardian, or boss. The 
stages themselves are further 
broken down into rescue and 
exterminate missions. 

The game allows you to set 
the difficulty level anywhere 
from easy to hard and lets 
you choose up to nine contin- 
ues. | found the game very 
challenging, and, even with 
the difficulty set at easy with 
nine continues, | had a really 
tough time getting through 
the different stages. 

Alien’s play- 
control mecha- 
nism also takes 
awhile to get 
used to. A few 
times | found 
myself acciden- 
tally selecting a 
different weapon 
instead of hitting 
the fire button. 
It's definitely 
worth the time 
to try out a few 
control setting 
configurations 
from the options 
screen. After you 
find one that’s 


best suited to your taste, then you can 
get down to some alien pasting. 

The most obviously outstanding 
attribute A/lien® has is its audio quality. 
As | sat in my office playing the game 
and writing this review, the occasional 
passerby would pop in and ask, “Hey, 
what's that you're playing? Sounds 
real cool!” The game's sound effects 
and music definitely add to its excite- 
ment. | found myself at one point fir- 
ing the grenade launcher, not to kill 
aliens or blast doors open, but just so | 
could hear the thud that it makes. 

The game does have its draw- 
backs, however. When Ripley travels 
through the maze of air vents, it Is 
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extremely difficult at times to switch 
from a lateral to a vertical crawl and 
vice versa. Also, there are areas 
where aliens just seem to drop down 
out of thin air, almost on top of you, 
not giving you a reasonable amount 
of time to react. 

In short, Alien’ the game succeeds 
at providing what Alien? the motion 
picture failed to—that is, entertain- 
ment value. 


—Mike Davila 
Arena Entertainment 
71 Audrey Ave. 
Oyster Bay, NY 11771 
(516) 624-8888 
continued on page 49 


NOVEMBER 1992 e 45 


HE STICKS HIS TONGUE OUT. 


HE GETS SERIOUS HANG TIME. 
AND HE’S ONLY 4 INCHES TALL. 


You don't need a basketball to 
get serious hang time. All you 
need is a lightning bolt hairdo 
and a cool pair of shades. It’s 
ae Air Zonk, the brand new 16- 
bit game from TurboGrafx. Where did Zonk 
come from? Well, his buddy Bonk gets the 
assist on this one. He s 
created Zonk in his pre- 
historic laboratory and 
shot him off into the 


Air Zonk is a trademark of © 1992 RED and © 1992 Hudson Soft. 


future to do battle ™ C¢ 42 


with hoards of cyber robots. In this futuristic 
setting, you'll soar through 5 different levels of 
intense action. And if you're & 
lucky, you can enlist one of 
your friends to help you 
along the way. So don your 
shades and lace 
up your boots extra tight, beens 
there are no referees in this game, 
and the bad guys = 
always play 
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©1992 RED foul a) a La | Om 
aX Turbo Technologies, inc. 


Available at Toys “R” Us, Babbages, Electronics Boutique, The Good Guys, Software Etc., Walden software and through Sears Catalog. 
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Ghosts.Mutants.Goblins.Aliens. 
Demon Bosses.Skeletons.Fiery Traps. 


Man-Eating Fish. 


Evil Entities.Deadly Lasers.Possessed Souls. 


Deserted Planets. 
Deformed Creatures.Out of Control 


Comets. 


Misplaced Missiles. 


Torture Chambers. 
Blood Thirsty Murderers. 


Better Sleep With The Light On. 


This Halloween is going to be scarier than ever | see what's in store for you next, send for a free 
with Dead Moon and Ghost Manor. The two | 20 minute video about the new Turbo Duo and 
newest 16-bit TurboChip games from TurboGrafx. | software line-up. Just include your name, 
Here’s the trick. In Dead Moon, address, age, sex and tell us which game system 
you have to save the planet from 
invading aliens. Or in Ghost 
Manor, help Arthur escape the 
haunted house of 
horrors to save the town. Here’s 
the treat. You can play both 
games on your TG-16 or 
TurboExpress. And _ if 


you use now to: 


Free Video Give-Away 
Turbo Technologies, Inc. 
6701 Center Drive West Ste. #500 ~~ 
Los Angeles, CA 90045. 
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somehow you survive 


3 Turbo Technologies. Inc. 


either game and want to | 


Dead Moon is a trademark of © 1991 Natsume. Ghost Manor is a trademark of © 1992 ICOM Simulation. 
Available at Toys "R“ Us, Babbages, Electronics Boutique, The Good Guys, Software Etc., Walden software and through Sears Catalog. 
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TAKE THREE OF THESE 
AND CALL YOUR FRIENDS 
IN THE MORNING. 


and obstacles on a South Seas 
island if you want to rescue your 
bride-to-be. 

And while these games can 
be addicting, they won't harm 
your system. That's because 

they were made for play on the 
TurboGrafx-16 game system, the leader 
of the 16 bit revolution. 

And TurboGrafx is at its lowest price ever, so 
make an appointment to get one soon. But hurry. 
This stuff is spreading fast, 
and your friends might 
catch it before 
you do. 


We've got just what the doctor ordered. 
These three games for your TurboGrafx- 
16 game system are the perfect cure for 
the video game blues. 

In "Neutopia II", you'll have to 

battle the Evil Demon Dirth and his 

3 band of monsters in order to bring 
peace back to the land of Neutopia. 

"Jackie Chan’s Action Kung 
Fu" challenges your skills as 
you chop, kick, and fight 
scores of stupid fu's. Or take 
on the bad guys in "New 
Adventure Island", where 
you'll have to avoid enemies 


urbo Technologies, Inc. 


Available at Toys “R” Us, Babbages, Electronics Boutique, The Good Guys, Software Etc., Walden software and through Sears catalog. 
Neutopia !|, Jackie Chan's Action Kung Fu, and New Adventure Island are trademarks of © 1992 Hudson Soft. 
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Super $ Star Wars | 
JVC 
For the Super NES (N/A) 


SOUND/MUSIC 9 | 
GRAPHICS 9 | 
PLAYABILITY 8 | 

OVERALL 


It's been 15—yes, friends and 
neighbors, fifteen—years since Star 
Wars was released upon the 
moviegoing masses and became the 
most popular sci-fi film of all time. 
And, while I'm [& goes: 
certainly no “middle- 
aged man,” I've | 
been around long & 
enough to have 
played just about 
every video game 
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and its two sequels. { 
Some of them were & 
good, some of them 
weren't, but none of them can 
touch Super Star Wars. 

Super Star Wars loosely 
follows the story line of the 
film, which goes a little 
something like this. A long time 
ago, in a galaxy far, far away, 
the evil Empire rules with an 
iron fist. A group of freedom 
fighters has formed the Rebel 
Alliance to fight against the 
Empire and liberate the galaxy. 
In its latest attempt to destroy 
the Alliance, the Empire has & 
captured Princess Leia Organa, | 
an Alliance leader, and has 
built the Death Star, a moon- 
sized space station capable of |. 
destroying entire planets. #£=& 

Here’s where you come in, 
as the young Luke Skywalker. 
You become involved with the 
Alliance after finding two of 
Princess Leia’s droids on the 
surface of your home planet, 
Tatooine, and delivering them to the 
mysterious Obi-Wan Kenobi. Obi-Wan 
asks you to help him rescue the 
Princess, which means getting off 
Tatooine, joining the Rebel forces and 
ultimately destroying the Death Star. 

Completing all these tasks means 
playing through a whopping 14 levels’ §& 
of action. Ten levels are side-view, —==aaeue 
run-and-shoot sequences, While the |g 
ee 


MY COUNTERPART Rer-De HAS BEEN 
CAPTURED BY JAWAS. 


| WE MUST FIND HIM. 
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playing at the easiest 
difficulty setting, and 
you only get three 
continues, so don’t 
expect to beat this 
game in a day or two. 
Once you complete 


LeVved | Avo sear 
choose between Luke 
and two other 


characters, Han Solo 
and Chewbacca. You 
should usually stick 
with Luke, simply 


* because he's got the 


2 awesome. lightsaber. at 
his disposal. Most 


of this. radical weapon. | 
=o The graphics are 
-wonderfully drawn and 
make effective use of 
Mode 7 scaling and 
rotation, particularly the 
final level, which blows 
away the ancient Star Wars vector- 
graphic coin-op. The music and sound 
effects are also outstanding. Some of 
the sound effects were digitized 
directly from the film, most notably 
the sound of your blaster and Obi- 
Wan Kenobi’s timeless words of 
wisdom: “Use the Force, Luke.” 


Super Star Wars does have a slight 


game-play flaw in that some of the 
restart points (after you lose a life) are 


way before the point where you died. 
Highly annoying, but | have to admit 
that it adds to the challenge. — — 
= =4 Ne verdict: Super Siar aes: is an 
extremely | playable game with 
gorgeous graphics and sound. Even if | 


you haven't seen the Star Wars 
trilogy, Super Star Wars will entertain 
your brains out. 

—Zach Meston 
JVC Musical Industries 
3800 Barham Blvd., 
Suite 305 
Los Angeles, CA 90068 
(213) 878-0101 
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enemies can betaken 
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ACCLAIM 
For the NES ($49.95) 
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Similar in format to Punch-Out!, 
players fight as George Foreman in 
K.O. Boxing against a series of boxing 
contenders for the heavyweight belt 
(12 in the NES version, 15 on the 
Super NES). Boxing moves are limited 
to standard punches, jabs, blocking, 
dodging and the superpunch, which 
lowers an opponent's energy faster. 
Should Foreman hit the mat, rapidly 
pressing the controller buttons ought 
to revive him. 

The first question one will probably 
ask upon seeing either of the George 
Foreman games: Where are George’s 
legs?! The play screen is cropped from 
the bottom below Foreman’s waist. 


ey awe Hi 

Se al TOME yu. 
“ m 4 lM 

— 


a a 


-_ 


50 ¢ NOVEMBER 1992 


i r ? 4 ; ¥ ci ots 


r 


THREE RREREERRTEEOTH DREHER ROLTERTER DEALERS ES EE SE REERRARESEESES TTTER 0 tae ROERESRESAPSERG ERE REDERR EAS ERESO ESE REESE EE 


VEVET PE LETEN THT CNET TE PEE TENT ELST ELEN EDT bd EPP ERTETEPTEED, © CPECEEETERTE DT PET PEE TEP UET ET PEPENTEN TEC OTETERTEEYy 


ee ee eee SRS SAPEREES ESTER EURCE RESO TETESEEE REN ROReR TERETE Ey 
1. ‘ ‘. PUSti OM, Y, 2h 6B oe 4 SS UM, 


It's just his upper torso swinging away 
at full-bodied boxers. 

The NES George Foreman appears 
to have the larger boxing arena but 
only because it’s not cluttered with 
larger-than-needed mugshots of Fore- 
man and his opponent, as in the Super 
NES’s. The Super NES also gets a 
slouching referee to call the knockout 
count and some T & A, too—a bikini- 
clad woman holding up the current 
round card. 

Graphics for both versions disap- 
point. Dingy, rusted-out colors domi- 
nate the NES Foreman, while the 
Super NES one suffers from stiffly ani- 
mated and lifeless looking characters. 
The 16-bit Foreman, in particular, has a 
body sculpted too perfectly. It’s so 
symmetrical and sheeny that George 
looks like a plastic doll. Coinciding with 
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PUNCH COUNT 


PeOUMT | NES. 
this, the challengers resemble a line of 
boxing action figures, playthings to be 


CORNER 


bought at the toy store. Fresh out of 


their blister packaging, they're ready © 
for a fight. Appropriately, the card _ 


girl's alternate would be Barbie. 

Sound differentiates the Foreman 
games from one another. Both feature 
identical play, but the Super NES game 
coats it with digitized sound and 
voices. Hear the bell ring. Hear George 
and his opponents grunt, huff and puff. 
Hear the boxing ref shouting the count. 
Big deal. It’s still the same lackluster 
punching contest as the NES’s. Non- 
digitized effects sound not so hot. The 
“bop” of boxing gloves against gloves 
and faces, for one, is very weak and 
hardly fits in with the digitized stuff. 

Not to say the NES version proves 
any better. K.O. Boxing on the NES 
loses against the much older Punch- 
Out! with regard to graphics, sound 


and playability—every detail, for that | 
matter. It lacks the well-created, per- ss 
sonality-driven boxing characters like 


those found in Punch-Out! As George 


Foreman would brazenly remark, he ~ 


was older but still could bring down 
many of the younger contenders. How 
very true. 

—Howard Wen 
Acclaim Entertainment 
71 Audrey Ave. 
Oyster Bay, NY 11771 
(516) 624-8888 


Available for IBM PC, Amiga. Coming soon Super Nintendo, Nintendo GameBoy, Sega Genesis, and Sega Game Gear. 
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EVOLUTION...To paraphrase Darwin, it's the survival of the hippest. One wrong move 
and you're dino-meat, one wrong step and you're a fossil, one fashion faux-pas and 
you're the laughing stock of the gene pool, baby. Discover tools, survive and multiply 


or these HUMANS are a time-line footnote. In this world of chaos and carnivores... 
...Keep the tribe alive. 


© 1991 Atari Corporation, licensed to Imagitec Design Inc., sublicensed to Gametek Inc., All Rights Reserved ©1991 Imagitec Design Inc. Humans is a trademark of Gametek Inc. 2999 N.E. 191st Street, Suite 800, N. Miami Beach, FL 33180 


CIRCLE #120 ON READER SERVICE CARD. 


Air Zonk 
TTl 
For the TurboGrafx-16 ($49.99) 


SOUNDAMUSIC 
GRAPHICS 


PLAYABILITY 


— OVERALL, 


Air Zonk has nothing at all to do 
with either basketball or Let’s Make a 
Deal. “Zonk” is the flying, futuristic 
son-of-a-Bonk, a Bonk being, of 
course, everybody's favorite head- 
strong caveman. This is speculation, 
since the documentation doesn't 
explicitly mention Bonk, but the 
resemblance is unmistakable, down 
to the crack in his bald li’l head. 
Unlike his ancestor, Zonk doesn’t feel 
compelled to bash things with his 
Skull ‘till his retinas detach. Whereas 
Bonk’s Adventure was a platform 
game, Air Zonk is a scrolling shooter. 
Against a variety of multilayered 
backgrounds that whiz by from left to 
right (occasionally from bottom to 
top), you control Zonk as he uses a 
variety of weapons against hordes of 
totally bizarre creatures and objects. 

As in Bonk, the creatures some- 
times conceal extra points or gigantic 
smiley faces that summon a “friend” 
from a gallery of ten. The friend will 
hang around and shoot with you, and 
if you find a second Mega Smiley 
Face, Zonk and the friend will merge 
into a mutant fighting machine with 
awesome offensive capabilities. 
There are huge boss creatures at the 
end of each level, and some pretty 
nasty-bad ones at the end of most of 
the sublevels, too. The bosses make 
repeat appearances during the final 
conflict in the Land of Drool. 

Strategywise, the 
game really isn't 
very different from 
Blazing Lazers or 
any of dozens of 
other scrolling shoot- 
ers. What does make 
a difference is the 
fact that somebody’s 
used more than a lit- 
tle imagination here 
in. creating) | the 
weapons, scenery 
and enemies. As 
with the long-lived 
Megaman series on 
the 8-bit Nintendo 
system, a ton of cre- 
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ativity has gone into creating a quirky, 
amusing game world. You can shoot 
playing cards at your enemies, shrink 
down to tiny size to avoid them or hurl 
waves of chattering teeth at them. 
Enemies include enormous bal- 
loons stuffed with vicious piles of goo, 
two-headed footballs, ferocious 
skyscrapers with three floors of tenta- 
cle-necked enemies and so on. The 
friends and hybrid Zonk-friend crea- 
tures are just as wild; | particularly like 
joining forces with Ripp the dog and 
becoming a superbowser that literally 
mows down foes with the sheer force 
of his barks. The graphics are the 


same cartoonish, heavy, black-out- — 
lined stuff of the Bonk and Megaman 
games. The backgrounds make excel- 
lent use of multiplane scrolling, and © 


the explosions are spectacular. There _ 


are a few long slowdowns, mostly 
during the boss encounters, and some 
flickering, particularly at the top of the 
screen where the score is displayed. 
Sound is fair, lots of rhythm and 
repeating melodies, but no digitized 
sound effects, voices or instruments. 

The sole drawback is the length of 
the game; it’s very definitely on the 
short side and, except on the hardest 
of the three difficulty settings, not par- 
ticularly tough for experi- 
enced joystick jocks. The 
unlimited continue feature 
doesn’t help matters. 
Strong players will be bet- 
ter off renting this one; 
casual players have less 
cause for concern. 

—Josh Mandel 

Turbo Technologies Inc. 
6701 Center Drive West, 
Suite 500 
Los Angeles, CA 90045 
(310) 641-4622 


LHX Attack Chopper 
ELECTRONIC ARTS 
For the Sega Genesis ($49.95) 


SOUND/MUSIC 
GRAPHICS 


PLAYABILITY 


OVERALL 


My feeling about flight simulations 
is best summed up by that scene in 
Airplane! (| think it was Airplane!) 
where somebody says something to 
the effect of, “How hard can it be to 
fly a plane?” at which point we’re 
treated to a five-minute pan of a cock- 
pit control panel—hundreds upon 
hundreds of incomprehensible dials, 
knobs and flickering needles. And, as 
I’ve recently found out to my great 
chagrin, the most challenging kind of 
flight simulation involves helicopters: 
a far more complicated piece of 
equipment than, say, your average 
Stealth bomber. A chopper can tilt, 
rotate and hover in midair before 
stalling, spinning wildly out of control 
and crashing to the ground in a fiery 
heap (that is, when yours truly ts at 
the controls). 

| will not, therefore, 
presume to compare LHX 
Attack Chopper to other 
games of its kind on the 
basis of vector scaling, 
polygon-filled graphics or 
faithfulness to the 1992 
edition of Jane’s Military F 
Aircraft. It appears to be a 
perfectly adequate flight 
simulator, meaning you 
can take off, fly around in 
circles, flame military 
and/or civilian targets and 
return heroically to base. | 
suspect, though, that 
even adherents of the genre will be 
less than thrilled with the visual dis- 
play, which is so crammed with infor- 
mation about weaponry, targets, air- 
speed and the like that the folks at 
Electronic Arts apparently forgot to 
provide for a legible typeface—mean- 
ing you have to scrunch up two feet 
away from the screen if you want to 
have any idea what's going on. 

What I'd really like to take issue with 
here—and |’m sure the editors of 
VG&CE won't mind if | step for the 
nonce onto my political soapbox—is 
the blithe, almost offhand way LHX 
Attack Chopper puts you into a military 
mind-set that even a desperate-for- 


ahens 
reelection George Bush might think 
twice about before embracing. Here's 
some purple-tinged prose from the first 
page of the manual: “In the absence of 
any officially sanctioned retaliation, 
Libya relentlessly and with impunity 
Supports attacks against U.S. military 
installations and allied civilian popula- 
tions ... aggressive and brutal forces in 
Southeast Asia are trying to crush the 
lifeblood from struggling democracies 
as they valiantly struggle for the right 
to exercise freedoms we take for 
granted.” Guess which countries bear the 
brunt of your “simulated” bombing runs? 
This is scary stuff, and it’s espe- 
cially inexcusable coming from Elec- 
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tronic Arts, which already copped 
the fiction-is-more-sanitized-than- 
truth award for its release earlier this 
year of Desert Strike: Return to the 
Gute “NO POLITICS It TENDED.” 
reads the disingenuous blurb in 
the LHX manual, “The game’s com- 
bat locales are not intended to 
endorse a political philosophy or mili- 
tary agenda.” Sure, I'll believe that 
when EA’‘s next game features air 
strikes on Hackensack, New Jersey, 
and detailed military reconnaissance 
maps of Belgium. Until then, you can 
just put me down as a conscientious 
objector. 

—Bob Strauss 
Electronic Arts 
1450 Fashion Island Blvd. 
San Mateo, CA 94404 
(800) 245-4525 
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ABSOLUTE ENTERTAINMENT 
For the Super NES (N/A) 
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There are many “star” designers in 
computer gaming, but only one comes 
to mind in the video-gaming world: 
David Crane, who created, among 
many others, the megahit Pitfall. Thus, 
| had high expectations for Amazing 
Tennis. True to the Crane form, AT is 
an excellent simulation with a high 
degree of realism and superb control. 
There are, however, two drawbacks, 
one major and one minor. 

The less serious flaw is the fact that 
this is a singles-only match. There are 
plenty of computer-operated oppo- 
nents—22, none slouches—who can 
be taken on either individually or in 
tournament mode. (The cart 
has no battery or password 
feature, so tournaments must 
be played to completion with- 
out shutting off the system.) 
You can also challenge a live 
player head-to-head. How- 
ever, you can’t play doubles. 
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| didn’t miss that at all; the game is 
strong enough without it. 

Now the double fault: One of the 
game’s greatest strengths—its realis- 
tic, behind-the-player point-of-view— 
is also its greatest handicap. Since you 
view the action from down on the 
court, behind one player, the other 
player (that’s you, half the time) is a 
small figure in back, in a position far 
less conducive to judging your place- 
ment relative to the ball and net than 
the forecourt player. Worse yet, when 
the “front” player is close to the net, 
the “back” player can be completely 
blocked from view. 

When playing against another per- 
son, at least you’re both dealing with 
the same handicap. However, the com- 
puter players aren't disadvantaged at 
all by the awkward arrangement, so I'd 
have suggested to Absolute that the 


Ew S 


human opponent should 
always be in front when play- 
ing against the computer. 
Split screens or overhead 
views would diminish the 
authenticity that the game 
tries so hard to achieve. 

In all other respects, this 
is a class game. The anima- 
tion is fluid and realistic, as 
are the ball dynamics (you 
can choose from three differ- 
ent court surfaces), and con- 
trol of the character, while 
hard to perfect, is elegant. 
You never have to worry 
about backhands or fore- 
hands; the computer con- 
trols that for you. You must, 
though, learn to make lobs, 
drop shots, hard and soft 
shots; you add aim with the 
D-button. Aiming’s tough, 
since, if you’re running for a 
ball, you're liable to acciden- 
tally aim in the direction 
you’re running if you've held 
the D-button down a 
moment too long. Serves are 
a breeze if you stick to soft 
shots (| never had a hard 
serve stay in bounds). 
Sounds are excellent, from 
the crisp, digitized voice of 
ump Frank Hammond to the 
bounce of the ball against 
the chain-link fence. 

| recommend the game 
very highly if you’re plan- 
ning on challenging friends 
(since the handicap is 
mutual). If you’re playing 
mostly against the computer, you 
might want to check out the game 
first, just to see if you can live with the 
handicap. If so, you're in for an (other- 
wise) top-notch gaming experience. 

—Josh Mandel 
Absolute Entertainment 
251 Rock Road, P.O. Box 116 
Glen Rock, NJ 07452 
(201) 652-1227 
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David Crane provides just what you 
expect from him: a great game with won- 
derful animation and carefully crafted 
strategy. 
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_ Flight simulators have found a 
comfortable niche in the home-com- 
puter market and have steadily made 
their way into the home- -gaming sys- 
tems as well. F-117A Stealth Fighter is 
the latest such simulator converted by 
MicroProse for the NES. 

Due to the nature of flight simula- 
tors (lots of scrolling backgrounds, 
complex scaling of images and a wide 
~ assortment of controls to be aware of), 

it's no easy task to cram one into an 
NES. The NES controller is limited, 
after all, to one four-way pad and four 
- buttons. F-177A manages to fit in the 
essentials by using these, plus several 
multibutton combinations, to control 
your craft throughout the game. 

Your objectives are to take your 
fighter through six different seek-and- 
destroy missions throughout the 
world, with an additional three secret 
missions made available to expert 
pilots after the initial ones are ade- 
quately completed. 

Your craft is equipped with flares 
and chaff for defensive protection and 
a vulcan machine gun for standard 
offensive action. In addition, several 
offensive missile packages are avail- 
able, depending upon the type of mis- 
sion you are to undertake. 

Each mission consists of one pri- 
mary target and two secondary targets 
that need to be knocked out. Additional 
incidental targets are also strewn 
throughout each theater, and these 
provide addi- § 
tional challenges 
along the way. 
The number of 
points awarded 
depends upon 
which of the four 
available — skill 
levels you have 
chosen—the higher the level, the higher 
the target values. Medals and campaign 
ribbons are awarded for high scoring, 
and your =e advances: as au score 
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YOUR F-li?vJA HAS 
CRASHED ~~ TOO BAD 
YOU DIDN’T BAIL OUT 
IN TIME! 


ee cockpit kes up Hou half of 
the screen and consists of gauges and. 
indicators for altitude, speed, throttle, 
local and long-distance radar, weapon 
stores, damage, etc. There are about - 


- 20 indicators of one sort or another 
that all serve to keep you aware OT. 
_ what's going on. 


Other features include an alia pilot 2 


that will take away the need for con- 
Suing: vou map constantly (though 


it’s easily called up at any 
time for reference) and a 
two- -player mode for either 
cooperation, with one 
player as a weapons Offi- 
cer, or in competition, with 
each pilot striving to top 
the other’s score. 

F-117A gave me the ini- 
tial impression of having 
promise as an exciting 
game to play, but fell 
short. Though the names 
change, the missions 
themselves don’t differ 
much graphically or ih 

game play. The few bugs | 
found within the game (which Micro- 
Prose said will appear in the final ver- 
sion) also detracted somewhat. 

An artificial horizon indicator 
(described as such in the manual) in 
the cockpit does nothing whatsoever. 
Also, when pulling the plane back to 
loop over in the opposite direction, 
targeting sights lock in on dead space 
instead of the actual target locations, 
which can be confusing. 

Though again a tough type of 
game to make the transition with the 
hardware and memory limitations, 
there have been enough successful 
flight simulations for the NES for me 
not to fault the hardware this time 
around. Definitely one for a preview 
rental. 


—Brent Walker 


MicroProse 

180 Lakefront Drive 
Hunt Valley, MD 21030 
(301) 771-1151 
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Monopoly 
PARKER BROTHERS 
For the Super NES ($49. 99) 


SOUND/M USIC 
GRAPHICS 
PLAYABILITY 


OVERALL 


For the Sega Genesis ($49.99) 
SOUND/MUSIC 6 


GRAPHICS 


PLAYABILITY 


OVERALL 


Because Monopoly is probably the 
most popular board game ever, it’s no 
surprise to see it popping up on all the 
game consoles. It was already avail- 
able on the NES and the Sega Master 
System; now, owners of the Super 
NES and the Sega Genesis can also do 
some wheeling and dealing. 

The Sega Genesis and Super NES 
versions of Monopoly are virtually 
identical in game play and options. lf 
there’s any difference between the 
games, it’s that the Super NES version 
has slightly better graphics and sound. 
Still, both games are so similar that 
you would need to see them side by 
side to notice the difference. 

As with previous versions, when 
you begin Monopoly, you choose 
the number of players, from two 
to four, with any or all players 
being human- or computer-con- 
trolled. You also select personali- 
ties for any of the computer play- 
ers from a library of about ten 
mug shots, including Gary Cant, 
as well as P.G. Wodehouse’s 
indomitable Jeeves. 

After selecting the players, you 
can customize the game by choos- 
ing any of six options. These 
options include Set Cash, which 


lets you give different , 
amounts of money to 
players; Assign Prop- ¥. 


erty, which lets you 
assign properties to | 
players, without their 
having to buy them; 
Place Token, which 
allows you to place 
the player pieces at 
any starting point you like; and more. 
Using these options, you can set up dif- 
ferent types of practice scenarios—not 
to mention cheat like crazy! 

Once the game begins, it’s Monopoly 
as usual. Each player rolls and moves, 
buying properties, paying rent, drawing 
Chance and Community Chest cards, 
etc. The full game board is shown on 
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the screen, with turn 
details being shown 
in the center. Many 
actions in the game 
are fully animated: 
Game pieces each 
have their own style of 
movement, a cash 
register gobbles up 
money, players get 
= slammed behind bars 
(only the Super NES 
version shows the — 
slamming jail door), 
| the electric company 
hums, the water works drips, the rail- 
roads chug and much more. 

As more and more properties are 
split among the players, it’s time to do 
some trading. Both the Super NES and 
Genesis versions of Monopoly give 
you full control over the trading pro- 
cess, allowing you to select properties 
and various amounts of cash to swap. 
However, if you think you're ever 
going to get a good deal from the com- 
puter, you have another think coming. 
The computer players always insist on 
getting the better deal. 

If you're a Monopoly fan and own 
either a Super NES or Genesis, you'll be 
delighted with these versions of this 
venerable board game. Entertaining ani- 
mations, clever sound effects and easily 
mastered controls all work together to 
bring this classic into the 1990s. 

—Clayton Walnum 
Parker Brothers 
50 Dunham Road 
Beverly, MA 01915 
(508) 927-7600 
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TECMO 


For the Nintendo Entertainment 
System (N/A) 


Tecmo 
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A fascinating hybrid of two of the 
most identifiable video-game genres, 
Tecmo Cup Soccer is truly one of the 
most unique titles I’ve played all year. 
There are sports games that cater to 
the hard-core statistics freak, as well 
as those that go after a more arcade- 
happy crowd, but I’ve never seen a 
sports title that incorporated elements 
of role-playing adventure games—that 
is, until now. 

The game that the VG&CE editors 
have been referring to as “RPG Soc- 
cer” is exactly that: a soccer game in 
which all of the game’s action is bro- 
ken up into RPG-style menu screens, 
most of which read simply, “What 
now?” Your player has been sur- 
rounded by two goons from the other 
team. Do you pass, shoot or try to 
dribble around them both? 
The Gems’ star player has 
intercepted a pass and 
fired a volley shot at your 
goal. Should your goal- 
keeper try to catch the ball 
or dive to punch it away 
from the net? 

As off-the-wall as it 
sounds, the idea works 
like a charm. If you've 
seen the brief interactive 
close-ups that pop up in 
sports games like Ameri- 
can Sammy’s Ultimate 
Basketball or Tecmo’s 
own Bad News Baseball, 

just Imagine an entire 
Game made) up oT 


ee | 
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sequences like these, with the bottom 
half of the screen used for menus and 
a sportscaster’s running commentary. 


You control the members of the 
Razors soccer club as they work their 


way up through the ranks of an inter- 
national tournament. There are no sin- 
gle-game or two-player options; 
remember, it’s essentially a role-play- 
ing game in which the object is to 
guide your team through the finals 
and win the cup. That’s not much of a 
plot for a conventional RPG—and the 
occasionally corny dialogue doesn’t 
help—but the game’s sense of humor 
and clean execution make such short- 
comings barely noticeable. The ani- 
mated graphics are nicely rendered, 
giving each game a fast pace in spite 
of the step-by-step decision-making. 
There's even a bit of character 
development between the team mem- 
bers and the people they interact with. 
From the mohawked powerhouse, 
Brook, to the insight- 
ful advice of Billy, the 
team’s white-haired 
coach, nearly every- 
one gets in a line of 
dialogue at one time 
or another.) [hen 


MEF Robin 
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Dribble! 
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there’s the Seeeee groupie,” " Anne, 
whose crush on team captain. Robin is 
as obvious as the heart characters that 
pass for punctuation at the end of her 
every sentence. (“Try your best 
today®” she offers.) And don’t forget 


Lucas, a skilled player who rejoins the - 


Razors in midseason after an untimely | 


stint on the injured-reserve list. 


Though it may not have the instant, 


universal appeal of games like Tetris 


or Battletoads, Tecmo Cup Soccer art- 


sports titles. | strongly recommend 
this one as proof that there’s life i in the 
old 8-bit yet! 


ste Bieniek 


Tecmo Inc. 

Sequoia Commerce Center 
19260 South Van Ness Ave. 
Torrance, CA 90501 

(310) 787-2900 
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fully caters to fans of sports video 3 
games without alienating those who | 


don’t care for the faster pace of most | 


IF YOU THOUGHT TETRIS WAS FUN, 


LOOK WHAT WE DID TO WORDTRIS. 


ACID. BOMBS. DYNAMITE. OUR SCIENTISTS 
MADE IT HARD TO GET A WORD IN EDGEWISE. 


This mind-boggling, falling-block Soviet game will 
burn you up, blow you away, blast your socks off. 
This time the falling pieces are letter blocks. Instead of 


forming lines, you form words. Horizontally. Vertically. 


They clear. You score. The pace quickens. Where’s that 
Magic Word? A Wild Card Block appears. The challenge 


builds as the levels go higher and the blocks fall faster 
and faster. You find our 50,000 word dictionary knows 
all. You’re in the mood for 2-player mode so you take 
on a friend. So much to do, so little time. More 
challenging than Tetris? You have our word on it. 


Spectrum HoloByte, Inc. 2490 Mariner Square Loop, Suite 100, Alameda, CA 94501 


THE WORD’S OUT. 
WORDITRIS IS AVAILABLE FOR 
GAME BOY™ AND SUPER NES” 


For Visa/MasterCard orders call 24 hours a 
day, 7 days a week: (Orders 
Only). For product questions and availability 
call: (M-F: 9am—5pm PST) 
Tetris is a registered trademark and Wordtris is a 
trademark of Elorg. Licensed to Sphere, Inc., Spectrum 
HoloByte is a registered trademark of Sphere, Inc. 
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TTI 
For the TurboGrafx-16/TurboDuo 
($49.99) 
_TG-16 owners: TurboGrafx-CD with 
Super System Card required. 


SOUND/MUSIC 
GRAPHICS 
PLAYABILITY 


OVERALL 


Lucasfilm’s Loom broke new ground 
with computer gamers upon its original 
release in mid-1990. Its text-free point- 
and-click interface was one of the finest 
in existence at the time and served as a 
model for today’s computer-gaming 
industry to follow. It didn’t hurt that the 
game behind the interface was a classy 
adventure with a well-crafted plot, a tale 
of mystical drama in a mysterious 
world of roaring dragons and exotic 
cityscapes. 

None of this may be of any impor- 
tance to the TurboGrafx-16 owner, 
whose ownership of a video-game sys- 
tem Is often testament to his affinity for 
the instant gratification provided by car- 
tridge-based software. But those who 
have invested in the hardware to play 
Turbo-CD titles will find a very involving 
and rewarding experience in the new 
Loom Super-CD. 

As the young weaver Bobbin Thread- 
bare, you must travel through the land 


 B00n he will wield — 
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Ever since you came into our world, 
the Elders have watched chaos spread 
across the Pattern in the Loom. 


¥ F fly ™ 


fA swan’s egq. Curious destiny. 


of the Guild of Weavers and 
unravel the mystery surround- 
ing the disappearance of the 
Council of Elders and the secret 
of your own origin. You'll com- 
municate with animals, draw 
lightning from the heavens and 
face the raging fury of a tor- 
nado—all in the first few min- 
utes of the game! 

The key to the ease of the 
interface is the distaff, a type of 
magic wand that your surrogate 
discovers early in the game. By 
playing musical notes on the 
wand, you can cast spells that 


have a physical effect on your environ- 


ment. Playing the notes of a “draft” 
backwards can reverse the effects of the 
Original spell, and, if you haven't 
already guessed, the body of the game 
consists mainly of traveling around to 
discover new drafts and experiment 
with their effects. 

One of the first Super-CD titles to be 
released in this country, Loom offers 
lavishly illustrated graphics and a strik- 


ingly beautiful digital sound- 
track. With its “letterboxed” 
screen display and orchestral 
musical score, it boasts the 
production values of a motion 
picture. Factor in an emotion- 
ally involving plot line, and 
you'd expect the results to be 
nearly perfect—and, for the 
most part, they are. 

Unfortunately, there are 
two nagging criticisms 
regarding the game’s playa- 
bility that cry out for refine- 
ment. First, the literal transla- 
tion of the original Loom 
interface has left TG-16 own- 
ers with a flashing arrow that 
needs to be dragged across 
the screen to point at your 
destination or an object 
you're interested in. That's 
great if you’re using a mouse 
or trackball as an input 
device, but with a TurboPad it 
tends to be a bit clumsy. 

The second gripe concerns 
the speed of your character as 
he moves around the screen. 
Get the lead out, Bobbin— 
nobody wants to spend an 
hour watching you shuffle 
down the corridor that leads 
to the Hall of the Great Loom, 
much less take the time to 
ponder the significance of the 
elaborate tapestries that hang 
on the walls there. There’s a problem 
with disk access time, too; | find it hard 
to believe that the larger memory capac- 
ity of the Super System Card is being 
fully exploited here. 

If you can successfully navigate 
around these two obstacles, the reward is 
a gloriously satisfying adventure that’s 
unlike any previous TG-CD title. Recom- 
mended for the patient, inquisitive gamer. 

—Chris Bieniek 
Turbo Technologies Inc. 
6701 Center Drive West, Suite 500 
Los Angeles, CA 90045 
(310) 641-4622 
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LIGHTS: 
CAMERA! 
ACTION! 


You'll think you're actually on a movie set 
when you star in the cinematic action/adventure 
Out Of This World™. 

Out Of This World™ is like no other game *" 
on the Super NES. Using a completely new graphic 
system of cinematic zooms, pans, close-ups, and cuts, 


Out Of This World™ gets you involved in a breath- 


taking story of inter-dimensional travel. Being a 
You'll duck as lasers blast, boulders crash, and hero is hard work, 
monsters roar. The complete musical score and and you'll experience it 
realistic, digitized sound effects will make you feel like first-hand as you run, jump, dodge, 
you're on a movie sound stage. and shoot your way across a hostile world of deadly 
S Chemie ont earthquakes and alien monsters. So, grab your hat and 


rotoscoped animation whip, charge up your blasters, and get ready to star in 
your own movie that'll take you Out Of This World™! 


State of the art, real- 
time, polygonal graphics 


Continuous mix of 
digitized sound effects 
and musical score 


An action/adventure | . ; 
same that actually tells To order Out Of This World™, call 1-800-969-GAME, 


a story or see your local retailer. 


T™ 
Interplay Productions 
2 ihr is Wi a, We Se aya 
LICENSED BY 3710S. Susan, Suite 10C 
Santa Ana, CA 92704 
At A\ EA Oe 
(714) 549-2411 
MADE IN JAPAN — Ie 
© 199] Delphine Software. io thts reserved. 
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TENGEN 
For the Sega Genesis ($54.95) 
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Earlier this year, Sega released 
SportsTalk Baseball, which features 
actual Major League Baseball players 
and the SportsTalk gimmick of play- 
by-play digitized speech. But, as usual, 
a Sega sports game has been outdone 
by a third-party licensee. Usually it’s 
Electronic Arts making Sega’s 
sports sims look bad (EA’s 
John Madden Football and 
NHL Hockey being classic 
examples). This time, it’s 
Tengen, with RBI Baseball 4. 

RBI 4 made me go mental 
with excitement thanks to its 
massive amount of actual pro 
Stats. You can choose any of 
the 26 major league teams 
from 1991, the four division 
cnampions . from 1083 
through 1990 and the All-Star 
teams from 1989 through 1991. Not 
only are all 26 major league teams 
present, but all 26 major league stadi- 
ums have been squeezed into the cart 
as well. The stadiums are just like their 
real-life counterparts, as you can see 
for yourself by using the game’s Sta- 
dium Tour option. The Green Monster 
looms in Fenway Park; Wrigley Field’s 
wails are smothered with ivy; and 
Royals Stadium has ecologically-incor- 
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New York 91 


rect, water-wasting fountains and 
waterfalls behind the centerfield fence. 

RBI 4 is also loaded with a variety 
of game play options. You can play a 
single game, a seven-game series, a 
division series (against the other 
teams in your division) or all of the 
other teams in the game. You can also 
participate in two highly unusual, and 
highly entertaining, mini-games: 
Home Run Derby and Game Breakers. 

Home Run Derby is a pure power 
contest. You choose your team, 
choose your batter and take your cuts 
at 20 pitches, thrown at the speed you 
select, from 60 to 100 m.p.h. The 
Derby is much tougher than it looks; 
don’t expect to hit more than four or 
five dingers in most sessions, even 


with a hulking 
slugger like Jose 
Canseco or Cecil 
Fielder. Timing is 
everything here. 

Game Breakers 
puts you in 17 dif- 

ferent clutch situ- 
| ations near the 
end of various 
make-believe 
games. It’s basi- 
cally like playing 
one- and two- 
Inning games 
instead of full 

s nine-inning con- 
tests. Kind of silly, but inter- 
esting nonetheless. 

For all of its game-play 
strengths, RBI 4’s graphics 
and sound are weaknesses. 
The stadium graphics are 
fine, but the players are awk- 
wardly drawn and animated, 
and the incredibly annoying 
organ music will have you 
punching the mute button on 
your remote control. 

And while we're talking 
about weaknesses, ABI 4 
lacks a true league mode. 
The various series options 
are cool, but it would have 
been great to play a full 
162-game season, fol- 
lowed by playoffs and a 
World Series. Even an 
abbreviated season with 
fewer games would have 
been keen. 

RBI Baseball 4 is the 
undisputed king of Gene- 
sis baseball games. The 
tons of stats and variety of 
game play more than make up for the 
underwhelming audiovisuals. 

—Zach Meston 
Tengen 
675 Sycamore Drive 
Milpitas, CA 95035 
(408) 473-9400 
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The blanket opinion was that RBI 4 was a 
very good game, though slightly ham- 
pered by less-than-optimum control and 
playability. The stadium tour was fun. 
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Once upon a time, an 
evil wizard cursed a 
dragon and six magi- 
cians, sealing their pow- 
ersin shining gems. The 
King of Ishmeria inlaid 
the gems in a crown he 
called Gemfire. Discov- 
ering that the crown held 
special powers to help 
his people, he worked y 


great deeds to restore 


Segas Genesis screen shot showal 


Segas Genesis screen shot shown. 


Pr ince’ 9% in, whaé is 
your cot mand? 


Restore your kingdom to prosperity 
by developing and working the fields. 


With a gem in hand you control the 
powers of a magician. 


Rivers and fences can aide your 
troops when you forge into war. 
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8 Meg Cartridge 
Battery Back-up 


64K RAM 
1-2 players 
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KOEI Games are available for all systems in 

retail outlets nationwide! If you can’t find the 
KOEI product you are looking for, call us at 

(415) 348-0500 (9am to 5pm PST). 


KOE 


1350 Bayshore Hwy, Suite 540, Burlingame, CA 94010 


Nintendo, Nintendo Entertainment System and the official seals are trademarks of Nintendo of America Inc. 
Sega, Sega Genesis and the official seals are trademarks of Sega Enterprises Ltd. 
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their towns and fields. 
But the day came when 
the crown passed to an 
evil King. He used the 
powers of the crown 
against his people until 
Princess Robyn re- 
leased the gems. 

Now, the spell of 
Gemfire is broken, 
and you are in search 


of its magical stones! 


SNES screen shot shown. 


Airial calmed atoray nds 
heeded for 11: " 


Elves of merit bring good luck 
charms to trust worthy rulers! 


ENTERTAINMENT SYSTEM 


Available Now for NES! 
Coming Soon to IBM! 


Gemfire f 


_ i ROEl a 
For the Super NES (SA 95) 
SOUNDIMUSIC ‘ 
GRAPHICS 
PLAYABILITY 


: OVERALL 


ipissaustien with c consumer reaction 
to its earlier historical strategy titles, 
‘imaginary 
‘ beginning with Gemfire. 


Koei has begun a line of ' 
games,’ 
Originally a good title for the NES, 


Gemfire is reproduced almost exactly — 


as it was for that system, but the 16-bit 


system makes Gemfire’s early flaws 


more visible. 

Gemfire is a battle for the erry 
island of Ishmeria (England). The evil 
King Eselred tries to reconquer the ter- 
ritories that have revolted since his 
daughter, Princess Robyn, destroyed 
the magical crown. Unfortunately, the 
provinces don’t get along so well 
either since a ruler needs the crown’s 
six magic gems to gain total power, 
and, naturally, they’re not too anxious 
to relinquish theirs in the interest of a 
common ruler. From there it’s a pro- 
cess of bribery, threats, violence and 
just a touch of luck from the spirits of 
magic and nature that determines who 
rules the land. 

Players assume the role of one or 


many nobles in a given family. Some 


nobles may have 
contro! of more 
than one territory, 
while others may 
not control any of 
them. The player 
uses Gemfire's 
vassal system to 
appoint a com- 
puter-controlled 
character to run 
the territories that 
are sufficiently 
safe from mar- 
auding neighbors. 
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Vassals may not' be the most 


efficient administrators, and the weak- 
willed ones are prey for opposing fam- 
‘ilies, but players desperate to increase 
play speed need them. Each territory 
has a full set of options every month 

which range from trade and hiring | 


monsters, to making alliances and— 
for those not quite ready for war—sab- 


otage. Trade, the least exciting, is nev- 


ertheless the most common action. 
Exploiting fluctuations in the price of 
food (low, average, high) is the best 
way to build a country’s army and 
domestic strength. Territories not 
needing soldiers make wonderful eco- 
nomic colonies, and a chance to fully 
exploit them is worth keeping them 
free of vassals. 

Combat is dealt with on a tactical 


battlefield with the armies divided into 
four roughly equal units: cavalry, 
archers and two infantry units. A 


“fifth” unit containing the family wiz- 


ard or any hired monsters may also be 


used. Competing sides play “capture 
the flag,” maneuvering around perma- 
nent and temporary blockades. Food 
is often the determining factor in vic- 
tory since large armies are enor- 
mously hungry, and the 
Titst side ta. Fun OUT Of 
rations must surrender. 
Gemfire displayed much 
promise as an NES game, 
along with some severe 
flaws. Patience is critical 


since there is no such thing as a 
“quick” game of Gemfire. Vassals 
save time, yet are far less effective 
than human players. Still, the easiest 
way to lose in Gemfire is by letting the 
computer control your armies in the 
combat phase. Even without the use- 
less animated sequences, battle is 
excruciatingly slow. After plotting 
moves, players must watch their 
pieces stroll into position. Graphically, 


the game is barely a notch above the 
NES version, but the background 


music takes advantage of the SNES’s 
capabilities. 

Gemfire would be an easy game to 
dismiss if the market was flooded with 


strategy games or if it was a poorly 


designed game: Neither is true, 
though potential purchasers should 
banish any thoughts of action or expe- 
diency before buying this solid if slow- 
moving strategy game. Hopefully, 
Koei will make some changes before it 
reaches the IBM PC or Genesis. 
—David S. Moskowitz 


Koei Corp. 

One Bay Plaza, Suite 540 
Burlingame, CA 94010 
(415) 348-0200 
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OCP is sending in Rehab Officers to clear the 
streets of Old Detroit, making way for the 
construction of Delta City. When ROBOCOP 
sees helpless families forced out of their homes 
as the bulldozers move in, he joins the 
resistance movement to battle the Rehabs! 


Armed with a new multi-weapon arm 
attachment containing a large-bore cannon and 
a smart bomb, plus a gyropack for airborne 
assault capability, ROBOCOP faces a batallion 
of ED-209's, tanks, heavy artillery and a new 
adversary, OTOMO. The odds seem 
impossible, but remember—you're ROBOCOP! 
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Robocop™ 3 TM & © 1992 Orion Pictures 
Corporation. All Rights Reserved. TM designates a 
Trademark of Orion Pictures Corporation. Game 
program © 1992 Ocean Software Limited. Ocean is a 
registered trademark of Ocean Software Limited. 


Ocean of America, Inc. 
1855 O'Toole Ave. 
Suite D-102 

San Jose, CA 95131 
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Ali is back! And this time, once you 
fire up Virgin Software’s new Muham- 
mad Ali Heavyweight Boxing for the 
Sega Genesis, he’s under your control. 
Now you can experience all the excite- 
ment of championship boxing: the 
scream of the crowds, the dazzle of 
flashbulbs, the thrill of a physical chal- 
lenge well met. 


hac 
a Robinson 
(ROWER sonia 
‘SPEED 
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Before you step into the ring, you 
can set up the game’s options, includ- 
ing the number of players (one or 
two), the number of rounds, the length 
of a round, exhibition or tournament 
mode, music on or off and more. After 
setting the options, you can select 
either the arcade or simulation version 
of the game. In the arcade version, the 
controls are easy to handle, but you 
have only a few moves at your dis- 
posal. In the simulation mode, the 
controls are complex, but you have 
many types of punches from which 
you can choose. The available moves 
include the following: sway left, sway 
right, jab to head, hook to body, duck 
and uppercut. 

Finally, before the fists start swing- 
ing, each player must choose his 
boxer from the ten available bashers. 
Boxers include Carlos 
Espinoza, Eddie Mon- 
tague, Kim Lee, Mar- 
vin Cooper and, of 
course, Muhammad 
Ali. Each boxer has 


oan 4 


his own strengths and weaknesses, so 
you'll have much to learn before you 
manage to become the heavyweight 
champion. 

After choosing boxers, it’s into the 
ring, where you and your opponent 
duke it out for the title. Realistic ani- 
mation along with digitized sounds 
transport you from your gaming room 
into the heat of the ring. The boxers 
jab and grunt as they maneuver, doing 
their utmost to cream their rival. 
Strength and health lines at the top of 
the screen mark your progress as you 
bash your opponent senseless. If you 
can make it to the end of the round, 
the bell rings, the boxers return to 
their corners and statistics for that 
round are shown on the screen. 

But the respite doesn’t last long. 
Soon you'll be back on your feet 
swinging, and if you can’t knock your 
opponent to the canvas, he'll be happy 
to rearrange your face. As you land 
more and more punches, though, your 
opponent becomes sluggish, making it 
easier to get past his guard. If you're a 
skilled control-pad 
manipulator, it won't 
be long before you're 
awarded the knockout. 

Muhammad Ali may 
have retired, but you 
can bring him back into 
the ring with this real- 
istic boxing simulation. 
The ability to switch 
between arcade and 
simulation modes 
makes this game perfect for any 
sports fan, and the large array of 
moves available in the simulation 
mode make Muhammad Ali Heavy- 
weight Boxing about as realistic as 
possible on a video-game console. lf 
you like hot boxing action, this one is 
sure to have you seeing Stars. 

—Clayton Walnum 
Virgin Games 
18061 Fitch Ave. 
Irvine, CA 92714 
(714) 833-8710 
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Anoraff is a small, peaceful village 
full of life and at one with nature...that 
is, until an unfriendly visitor from 
another dimension named “Orb 
Gamut” decides to move into the 
neighborhood along with hordes of 
glowing ghosts and monsters. In an 
attempt to drive this evil away from 
the area, a group of villagers decides 
to pay a visit to the good Orb’s resi- 
dence. The few survivors of Orb’s hos- 
pitality beat a hasty retreat back to the 
village in despair. 

You are Arthur, sole possessor of 
the “ghostly shot ees hea can 
enable you to 001,400 
defeat Orb and [A 
return peace 
to the village. 
Your mission 
begins.... 

Ghost Man- 
or is a mul- 
tidirectional 
scrolling ad- 
venture/action 
game where strategy plays as much of 
a part as quick reflexes through most 
of the game. There are seven levels to 
explore...maybe...could be just 
five...maybe. | personally explored 
five levels, but the documentation 
speaks of five levels in one area and of 
seven in two other areas, and | didn’t 
have the time to probe further, so.... 

Your objective in each 
of the levels is very 
straightforward. There 
exists a key, either hidden 
within a part of the level 
or carried by one of its 
inhabitants, that is re- 
quired to reach the next 
level. This is where the 
strategy comes in, aS you 
must carefully ration your 
shots and health as you 
try to locate this key as 
quickly as possible. 

The action isn’t truly 
linear, as there are several one-way 
passages that will throw you back to a 
previous level, where you must com- 
pletely conquer the level all over 
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again. This actually isn’t so bad some- 
times, as you can use this to your 
advantage by grabbing 1-ups and 
other power-ups all over again. 


Upon clearing the 
five/seven levels, you 
will proceed to the cli- 
mactic battle with old 
your “ghostly shot 
power” isn’t squat 
against his evil might, 
~so you must take con- 
trol of the -mighity 
‘skull Smiasher (4 


plasmic machinery,” 


him back to his own 
dimension. 

By far, the main challenge of Ghost 
Manor comes from the “natural” 
obstacles through most of the game. 
Once you play through a level a few 
times, it’s easy to find the quickest/ 
easiest way to retrieve the key, but 
there is still the challenge of navigat- 
ing the landscapes. The monsters 
really don’t pose much of a problem 
for the most part, as many of them 
may be avoided. 

Ls visual Len bects are average—the 
my) > me monsters are typical 
monsters, the back- 
grounds are okay and 
the animation is pass- 
able. Nothing extraor- 
dinary about the sound 
effects either, just one 
background tune (that 
can be turned off, 
thank goodness) and 
perhaps four or five 
sound effects make up 
the majority of the 
game as | saw it. The 
initial challenge is such 
that the game would 
nold some interest 
through to the end the first time, but 
otherwise quickly fades away. 

—Brent Walker 
Turbo Technologies Inc. = 
6701 Center Drive West, Suite 500 
Los Angeles, CA 90045 
(310) 641-4622 
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Introducing Tetris” Classic. Super Tetris." Wordtris.” 


Great new VGA graphics. The super sequel to best-selling If you thought Tetris was fun, look 
Great new features. 


G ‘ Tetris. Super challenging. Super what we did to Wordtris. This time 
reat music and sound. “ae alent 
. _ addictive. Because it comes with a the falling pieces are letter blocks. 

It's everything Tetris is—and blockbusting twist-bomb pieces Instead of forming lines, you form 
more! A slew of new challenging that help you blast your way down words. The challenge builds as the 
options, including head-to-head to the bottom of the pit and discover levels go higher and the blocks fall 
play, competitive or cooperative treasures. Super Tetris. Just when faster and faster. It’s Tetris made letter 
modes and a frenzied dual-pit play you thought you’d broken the habit. perfect. You have our word on it. 
field. VGA graphics sive the Sane Available for IBM DOS, Windows and Mac/Macll. Available for |BM and Mac/Macll. 


a hot new look. 
And the music ti ee 
and sound effects : a 
are worthy of a 
5-star Hollywood 
production. It 
isn’t easy to 
improve a classic. 
But we just did. 
Tetris Classic available for IBM DOS and Windows. 


THE TETRIS* PEOPLE 
Spectrum HoloByte, Inc. 2490 Mariner Square Loop, Suite 100, Alameda, CA 94501 


For Visa/MasterCard orders call 24 hours a day, 7 days a week: 
(Orders Only) 
For technical questions call: (M-F: 9am-—5pm PST) 


Super Tetris, Tetris Classic and Wordtris are trademarks and Tetris is a registered trademark of V/O 
Electronorgtechnica. Spectrum HoloByte is a registered trademark of Sphere, Inc 
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eegends Dmnd 


ethal Weapon 3 
ite Force 

Atl Lg Bsbl 

itl Mermaids 
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ith Nmo Dr Mstr 
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ost in Vegas 
Low G Man 
-unar Pool 
Mach Rider 
Mad Max 
Matat Cnsprey 
Mag Jhnsn Bskb 
Mag Sherezade 
Magic Darts 


Magician 
Magma 

Major Le Bsbl 
Maniac Mansion 
Mappyland 
Marble Madns 
Mario Brothers 
Marvels X-Men 
Master Chu 
Matchbox Rers 
Me Kids 

Mech Attack 


10120 W. 76th Street 


Eden Prairie, MN 55344 


S10 


i) 
jo ome Se Oa 


do SS tM “A ee. Lee “Se 


WE PAY YOU 
Mega Man S16 
Mega Man 2 0) 
Mega Man 3 s 
Mega Man 4 2() 
Menace Beach S 
Mendel Palace 4 
Metal Fightet 0 
Metal Geat 3 
Metal Man 24 
Metal Mech 2 
Metal Storm iw 
Metroid | 
Michl Andretti 6 
Mickey Mouse 5 


Mickey's Satari 24 
Micro Machines 34 


Mig 29 20 
Might & Magic 30 
Mighty Bmb Jck 6 
Millipede 16 
Milon Sec Cstl 3 
Mini Putt 26 
Miracle Piano Is 
Mission Cobra 4 
Mission Imp 3 
Monopoly 10 
Monst Trk Rly 28 
Monster Party 5 
Monster/pocket 24 
Moon Ranger 24 
Mr Gimmick 24 
Ms Pacman 6 
MULE s 
Muppet Ady 14 
Muscle 3 
Mutant Virus 24 
Mystery Quest 5 
NARC 5 
Nascar Chall Is 
Natl Ftbl Le 5 
NES Open 24 
Nehunr Elm St S 
Nig shade a4 
Ninja Crsdrs 10 
Ninja Gaiden 3 
Ninja Gaiden 2 4 
Ninja Gaiden 3 2() 
Ninja Kid @) 
Noahs Ark 24 
Nobun Ambtn 4 
Nobun Ambtn 2 36 
North & South 2) 
Nosferatu 24 
Operation Woll 3 
Orb 3d iS 
Othello S 
Over Horizon Jf 
Overlord ge! 
P Radicus 6 
Pacman IS 
Pacmiania 28 
Palamedes 10 
Panic Rstrnt 24 
Paperboy 14 
Paperboy 2 26 
Pertect Fit 16 
Pesterminator S 
Petr Pan Pirts 16 
Phntm Fighter 4 
Pictionary I4 
Pinball s 
Pinball Quest 16 
Pinbot |4 
Pipe Dream IS 
Pirates |S 
Platoon 
Play Act Ftbl } 
Pool Radiance aT) 
Popes ce 0 
Pow 4 
Power Punch 2 26 
Powerblade (@) 
Powerblade 2 24 
Predator 6 
Prince Persia 24 
Prnes Tomato Is 
Pro Am Racing 5 
Pro Wrestling + 
Punch Out 5 
Punisher QO 
Puss & Boots Ss 
Puzzle 20) 
Puzznic 23 
Pyramid S 
Q Bert 2 
Qix 34 
Quant Fighte 4 
Quattro Ad\ 4 
Quattro Arcd 24 
Quattro Sports s 
Race America 24 
Racket Attack 0 
Rad Gravity 5 
Rad Racer 6 
Rad Racer 2 l4 
Raid 2020 S 
Raid Bnele Bay 3 
Rainbow Island 32 
Rally Bike 14 


CALL 
FUNCO! 


WE PAY YOU 
Rambo S3 
Rampage 6 
Rampart Je 
RBI Baseball 6 
RBI Bsbl 2 Is 
RBI Bsbl 3 26 
Remote Control 5 
Renegade 5) 
Rescue Emb Mis at 
Rescue Rangers 16 
Ring King 6 
Rivr Cty Rnsm 0 
Road Blasters Wed 
Road Runner 16 
Robin Hood |4 
Robo Cop 5 
Robo Cop 2 a2 
Robo Cop 3 26 
Robo Demons 16 
Robo Warriors 4 
Rock N Ball 10 
Rocket Ranger 3 
Rocketeer {2 
Rockin’ Kats 22 
Rog Clmns Bsbl 24 
Roger Rabbit 6 
Roller Ball Is 
Roller Games 5 
Rollerbld Racer 24 
Rolling Thundet 3 
Romne 3 Kngdms 10 
Romne 3 Kneys 2 38 
Roundbal 24 
Rush N Attack a 
Rygar 4 
Scat 26 
Secret Scout Is 
Secret Storm lo 
Section Z 3 
Seicross 3 
Sesame St 123 2 
Sesame St ABC I4 
Sesame St Ctdn 28 
Shadow Ninja (2 
Shadow gate 5 
Shatterhand 20 
Shingen Ruler ) 
Shinobi S 
Shock Wave We 
Shooting Range \4 
Short Order 4 
Side Pocket 20 
Silent Assault \4 
Silent Service 4 
Silk Worm l4 
Silver Surfer 0 
Simpsons | 10 
Simpsons 2 IS 
Skate Or Die 3 
Skate Or Die 2 6 
Ski Or Die 16 
Skull & Crsbns 4 
Sky Kid 6 
Sky Shark + 
Slalom 3 
Smash T\ 4 
Snake Rattle 12 
Snakes Revenge ay 
Snoopys Sprts |4 
Snow Brothers 30 
Snow White 24 
Socecel + 
Solar Jetman } 
Solomans Key o) 
Solstice 3 
Space Marine 24 
Space Shuttle 24 
Spelunket 5 
Spiderman 26 
Spiritual Warfare 24 
Spot The Game 10) 
Spy Huntet 4 
Spy Vs Spy 5 
Sqoon [2 
Squashed 24 
Stadium Events 24 
Stanley Jef 
Star Force 3 
Star Ship Hetr 4 
Star Soldier } 
Star Trek 24 
Star Tropics S 
Star Voyage! } 
Star Wars IS 
Stealth s 
Stinger S 
Street Cops J 2 
Street Fighter 6 
Stride 3 
Stunt Kids 24 
Superman S 
Supr Cars |4 
Supr Contra 10 
Supr Ddge Ball 10 
Supr Glve Ball 3 
Supr Jeopardy 2G 
Supr Mario 3 
Supr Mario 2 10 
Supr Mario 3 Is 


WE PAY YOU 


Act Raiser 
Addams Family 
Ady Island 
Amazing Tennis 
Amer Gladiators 
Arcana 

Axelay 

Battle Blaze 
Battleclash 

Big Run 

Bill Laimbeer 
Bulls Vs Blazers 
Cal Ripken 

Calif Games 2 
Castlevania 4 
Chessmaster 
Chuck Rock 
Contra 3 

Cool World 

D Force 


Darius Twins 
Death Valley 
Desert Strike 
Dino City 
Drakkhen 
Dream TV 
Dungeon Master 
Earth Dins Fre 
Equinox 

Extra Innings 

F | Roe 

F Zero 

Faceball 2000 
Fina 


Fantasy 2 
Final Fant MQ 
Final Fight 
Football Fury 
George Formn 
Great Waldo 
Gradius 3 


Gunlorce 

Hole In One 
Home Alone 
Home Alone 2 
Hook 

Humans 

Hunt Red Oct 
Hyper Zone 
Jack Nick Goll 
James Bond Jr 
Joe & Mac 
John Madn 92 


$26 
30 
38 


i) 


WE PAY YOU 

Supr Mr/Dk Ht S3 
Supr Mr/Dk/Trk } 
Supr OF Road 10 
Supr Pitlall 5 
Supr Spk Viybl S 
Supr Spk/WCSoac 14 
Supr Sprint S 
Supr Spy Hntr 20 
Supr Tim Games 10) 
Swordimaster 24 
Swords & Serps 5 
Taboo 6th Sense at 
Tag Tm Wrstlg } 
Fagin Dragon \4 
Palespin 24 
Parget Renegade 3: 
Tecmo Baseball S 
Fecmo Bow! 16 
Tecmo Bow! 2 0 
Feemo Cup Soci ne! 
Fecemo Wrid Wrst 5 
Teen MNT 5 
Teen MNT 2 12 
Teen MNT 3 Mes 
Tennis 4 
Terminator 2 A) 
Terra Cresta S 
Tetris lo 
Phree Stooges + 
Phunderbirds 10 
hundercade 4 

Thundr & Litng 24 
‘iver Heli 4 

Tiles OF Fate () 
Time Lord 5 
Times Of Lore a2 
Tiny Toon 2s 
To The Earth A 
Toki 16 
Tom & Jerry 24 
Tombs & Trsrs S 
Toobin 21) 
Top Gun 3 
Top Gun 2 S 
Total Recall 4 
Totally Rad 4 
Touchdwn Fyr > 
Tower Radia 24 
Town & Country y 
Town & Cniry 2 24 
Toate Crdsrs 34 
Track & Field > 
Track & Fld 2 Ss 


SUPER NES 


WE PAY YOU 
John Madn 93 $32 
Kablooey 2s 
King/Monsters 28 
Krustys FH 30 
Lagoon 28 
Lemmings 40 
Lith Samson 28 
Lost Mission 28 
Magic Sword 34 
Mario Paint 28 
Metal Jack 28 
Metal Masters 28 
Might & Mec 2 32 
Mystical Ninja 25 
NBA Super Su 28 
NCAA Bshkitbl 36 
NHLPA 93 AL 
Noln Ryn Bsb! 32 
On the Ball 28 
Paperboy 2 ae 
Pebble Beach 32 
PGA Tour Goll 30 
Phalans 28 
Pilot Wings 30 
Pithighter 30 
Populous Is 
Prince Persia 28 
Pro Tennis 28 
Push Over 2S 
Q Bert 28 
Race Drivin’ ai. 
Radio Flyer 2G 
Raiden 2k 
Rampart 28 
Rap Quest uf) 
Rival Turt 34 
Robo Cop 3 20 
Robosaurus Js 
Rocketeer 32 
Rog Clmns Bsbl 28 
Romne 3 King 2 26 
Rpm Racing 24 
Shadowrun 2s 
Shanghai 2 28 
Sim City 20) 
Sim Earth 28 
Simpsons 28 
Skins Game 23 
Smart Ball 32 
Soulblazer 28 
Space Ftbl 28 
Space Metre 24 


WE PAY YOU 


Treasure Is] Diz 
Treasure Msu 
Trick Shooting 
lrog 

Projan 

Pwin Cobra 
Eagle 
hima | Exodus 
a2 Qst 

n Warr/Dest 
nt Air Cmbt 
Bskbl 
Journey 
nt Soccer 

wt Stuntman 
rchrtd Waters 
mvited 


Twi 


ouchables 
Iphoria 

Irban Chiapn 
Vegas Dreams 
Venic (ey Beh Vbl 


Vice Project Doom 


Videomation 
Vindicators 
Volleyball 
Wace hy Races 
Wall Street Kid 
Wally Bear 
Wayne Grtsky 
Werewoll 
Wheel Fortune 
Wheel Frin Fam 
Wheel Frtn Ji 
Wheel Frt 
Where's Waldo 
Whompem 
Widget 

Wild Gunman 
Willow 

Win Lose Draw 
Winter Ching 
Winter Games 


Wizardry 
Wizardry 2 
Wisrds & Warrs 
Wizrds & Warrs 3 
Wolverine 

World Champ 
World Chmp Wr 
World Cl Trk 
World Cup Secr 
World Games 


Vanna 


$24 

24 
() 
16) 


WE PAY YOU 


Spanky s Quest 
Special Tee Shot 
Spelleralt 
Spindizzy 

Street Fir 2 
Strike Gunner 
Batter Up 
Supr Bowling 
Supr Bsbl Sim 
Supr Bses Lded 
Supr Btlnk 

Supr Buster Bros 
Supr Dbl Drag 
Supr Ghouls 
Supr Goal 

Supr Mario Wid 
Supr Ninja Boys 
Supr OFF Road 
Supr Play Action 
Supr R Type 
Supr Sep(oint) 
Supr Slam Dunk 
Supr Smash TV 
Supr Socce 
Supr Socer Chp 
Supr Strike Ex! 
Supr Tennis 
Supr Valis 4 
reen MNT 4 
Thunder Spirits 
TKO Boxing 
Tom & Jerry 
Top Gear 
Ultraman 

UN Squadron 
Utopia 

Wailalae CC 
Warspeed 
Wheel Fortune 
Wings 2 
Wordtris 


Supt 


World Ly Soccer 


$28 


28 
28 
28 
S06 
28 
2 
28 
38 
32 
36 


28 


ACCESSORIES 
Control Dk(L ctl) $92 


Ascii Pad 

Carry Case 
Controller 
Controller Qksht 
Supr Scope 


14 


WE PAY YOU 
World Runner $3 
Wrath Blk Manta 4 
Wreching Crew ) 
Wrestlemania 4 
Wurm 20) 
WWE Challenge 12 
WWE Steel Cage 24 
Xenophobe 3 
XNevious 4+ 
ACKVZ 4 
Yo Noid 10) 
Yoshi 24 
VAG 4 
Jelda S 
Zelda 2 s 
Zombie Nation lo 

NINTENDO 
ACCESSORIES 

Control Deck $26 
AC Pwr Sply S 
\dv Joystick 6 
Arkanoid Cntrl Is 
Carry Case/Ly 4 
Carry Case/Sm 3 
Comp Pro 2) 
Double Player S 
Dust Cover 3 
Epy. Joy Stick 3 
Ext Cord Curlr 3 
Four Score [2 
Game Genie 26 
Game Holder 3 
Joy Card 0 
Light Gun } 
Mega Joypad 2 
Mise Joypad 5 
Mise Joysth 3 
NES Max Joypad + 
Power Glove Q 
Power Pad 2) 
Quick Shot Round 4 
RE Adapter S 
Rock N Roller 0 
Satelite Ss 
Single Wireless 3) 
Star Mstr Jysth a) 
Supreontrollet 3 
Ul Foree 3 
Ult Joystick [2 
Ult Wireless Is 
Wismaster Jysth 8 
Zipper Cntr] a 


SELLING YOUR GAMES IS QUICK AND EASY!! 


Call our friendly FUNCO agents at (612) 946-8883 first for current 
prices. After you call, you'll be asked to do these things: 


WE PAY YOU WE PAY YOU WE PAY YOU a. Alphabetize the games you wish to sell on this list. 
Abrams Btltnk $22 Hard Drivin’ SIS Slaughtr Sprt $2 . 
nevial Ash % Hardball 14 Slime World 2% b. Indicate whether or not your games have the box or manual. 
After Burner 2 16 Heavy Nova 24 Smash TV 26 : - 
sir Ther X Hellfire — i4 c. Write the number and name of the agent you spoke with. 
\irbuster 10 Herzog Zwie a) Sol-Deace 10 « a 
\lex Kidd 12 Humans 26 Solo Flight % d. Ship your games A.S.A.P. and your list to: 
Alien Storm 14 Immo 2 Sonic Hdghog 2 
Aliens 3 28 a Jones 6 Sonic Hdghog 2 32 FUNCO INC 
\ sia Drgen 26 nsector X a) Sorcer’s Kngdm aS 5 - 
Altered Beast 5 Shido S Space Harrier 2 b, —-_ 
Amazing Tennis 26 ames Pond 12. Space Invaders a 10120 W. 76th Street, Eden Prairie, MN 55344 
American Gldtrs 26 umes Pond 2 A) Speedball 2 ae 
Arch Rivals 2% ames Pond 3 26 Spiderman 16 
Arcus Ody Sse 23 ennifr Cpriatu 26 Splatterhouse 2 3 
Arrow Flash 6 eopardy 26 Sports TIlk Bsbl 40 
Art Alive 22 Jewel Master IX Star Control 0 ™ 
Atomic Robo Kd 10) Joe Mntna 2 Star Flight 6 
Attack Sub 26 Joe Mntna 2 20 Steel Empire 26 
Back Futr 3 26 Joe Mntna 3 28 Steel Talons 20 x ~ 
Batman 20) John Madn [2 Stormlord () ( AME i KAR 
Batman Returns 26 John Madn a 34 Stormlord 2 26 WE PAY YOU WE PAY YOU WE PAY YOU J 
Batthe Mastet 20 John Madn 93 a2 Street Smart 2() 
, | | i ; ae ‘ ‘icy ye }? Zoveer Rabl | 
Battle Squadrn I Jordan Vs Bird 26 Streets Rage is Addams Family S16 Gh Stbusters a i — = ied er WE PAY YOU WE PAY YOU 
Beanball Bny 26 Junction 10) Stridet 16 Adv Island a Go Go Tank ? folans Curse 1( | 
Beast Wrestler 25 Ka Ge Ki 26 Supr Hang On 16 Adv Of Star Saver 4 Godzilla 2 Serpent ‘ Aliens 3 S16 Psyehic World SLO 
Bimini Run Is Kid Chameleon a2 Supr High Impact 26 A erostal ? Goll i) Shanghat l2 Andre Agassi Id) Putt & Putter 0 
Block Out Is King Salmon 2s Supr Hydlide 5 4 [lewis x Gradius Inter Ast a Side Pocket I4 \\ Battle 20) Rampart a) 
Bonanza Bros a Kings Bounty 16 Supr Monoco GP 16 A‘ lhered Space 0) Gremlins 2 | Simpsons/Es« ~ l4 Batman Returns 2 Revenge Dranen 
Breach 26 Klax Ie Supr Mon GP 2 26 Amazing Penguin 6 Hal Wrestling 0 5 mpsons/Jeernt | 4 Batter Up 20) Robin Hood 
Buck Rogers 24 Krustys Fh 28 Supr Off Road 30 Acteroidls | Hammrn Harry z. Skate Or Die 5 Chase Hy 10 Shinobi 
Budokahn 8 Lakers Celtics [2 Supr Thndr Bld |2 Atomic Punk 6 Harmony 16 abate 82 Die 2 12 Chessmastet Simpsons 
Bulls Vs Lakers 42 Last Battle Ss Supr Vlybl 16 Attck Klr Tom 6 Hatris 16 Sneaky Snakes 14 ( hu hk Rock Slider = 
Burning Force S Lemmings S Swampthing 2 Balloon Kid 8 Heianko Alien ele Myce Shw : Clutch Hitter Smash T\ 
Bustr Dels Bxe 16 LHX Attck Chpp1 26 Sword Sodan 5 Barbie | Hook ee Snow Brothers [2 Columns Solitaire Pokt 
Cadash- 26 Lotus Turbo 36 Sword Vermilion |? Baseball a Hudson Hawk 2 Soccer Mania I+ Crystal Warriors Some Hdghog 
Caliber 50 Is Marble Madns 26 Syd Valis 26 Bases Loaded |? Hunt Red Oct 16 Solar Striker 5 Devilish Sonic Hdghog 2 
Calif Games 26 Mario Lemieux 16 Parget Earth S Bannan 1? Hvyv Wt Chmp Box S eolamians © ln Y Donald Duck Space Harries 
Capt America 26 Marvel Land 24 Task Force Hart 2() Batmn Rtn Jkt 4 Hypr Lode Rum 4 Speedball | Dragon ¢ rystal Space Invaders 
Carmn Sndgo 26 Master Mnstrs 28 Tavimania 26 Battle Bull In Your Face S Spiderman s Fantasy Zone Spiderman 
Centurion 14 Meres 24 Feam USA Bsktbl 28 Battle Toads nN Ishido S Spiderman 2 : G-Loxc Sup! Goll 
Chase HQ 26 Michl Jksn Mwk - Techno Cop 8 Battle Unt Zth () Jeopardy 20) Spot George Frnin Supr Monaco GP 
Chester Cheetah 28 Mickey Ms Cstl S Terminator 34 Beetlejuice % Jetsons 4 Spud’s Ady Golden Axe Pavan 
Chuck Rock 34 Midneht Rstnce Ss Perminator 2 36 Bill & Ted Ad\ 6 Jordan Vs Bird 4 aed < 7 \4 Halley Wars ae 
Clue 26 Might & Magic 28 Pest Drive 2 36 Blades Steel Ny Kid Tearus 4 stir Trek 25th 0) Humans eel Fortune 
Columns 16 Mike Ditka Fbl ) Phunder Fox 16 Blastr Msts 6 KLAX 4 Star Wars l4 Indiana Jones Woody Pop 
Pinte Tews 2? Monopoly 3) Thunder Free 2 & 6 Inckson 6 Knight Quest 4 Starhawhk | Jeopardy a 
Cross Fire 2() Ms Pacman 26 Thunder Free 3 2 Boggle 14 Kung Fu Mster I4 Supr Mario Lnd s Joe Mntna ACCESSORIES 
Crue Ball 26 Musha s Toe Jam & Earl 26 Boomer’s Ad\ 6 Kwirk S Supr OF Road 14 Junction Game Gear Unit 
Cyber Cop 30) Mystic Defendi S Poki Ape Spit 26 Boxxle 8 Loe “n Chase S Supr RC Pro Am E Leaderbrd Goll AC Adapter 
Cyberball 4 Mystical Feht 20 Tom Lsrda Bsbl () Brain Bendet |? Looney Tunes 4 Supr Scrabble 0 McKids Batt Pack (no Adptr) 
Cyborg Just ie NHL Hockey 36 Tramplin Terror S Bubble Bobble x) Loopz S en OF Hope 0) Mickey Ms Cail Cau Adaptor 
Dark Castle () NHLPA 93 32 Praysia 26 Bubble Ghost 6 Marble Madns 4 wil “gator Y Ninja Gaiden Carty Cise 
David Robinsn 36 Olympic Gold 26 Troubl Shoou S Bugs Bny 0 Marus Mission 0) Va espin 4 Olympic Gold Game Gear Link 
Death Duel a2 Onslaught Ie Pruxton S Bugs Bny 2 s Mega Man | oe ie Pacman sn aha 
Decap Attack 8 Outrun 26 Purrican 2 Burai Fighter ? Mega Man 2 4 ecmo Bow Popils Funes 
Desert Strike 34 Pacmania 28 Pwin Cobra 6 Green Palace x) Mercenary Fore } TMNT FFC a) Prince Persia Wide Geat 
Devilish 28 Paperboy 1) Pwo Crude Dudes 6) Castelian 6 Metroid 2 () TIMNT2 s 
Dick Tracy |4 Pat Rily Bskbl 10 Ultmt Qix 20) Castlevania 2 () Mickey's Dnger |2 Pennis 5 
: ] { > = > 
Dinoland 24 PGA Tour Golt 3 A Uncharted Wurs 26 Castlevania Ad\ 5 Miner 49e1 } Perminator 2 a 
DJ Boy 10 PGA 2 42 Valis 30) Cat Trap ? Monopoly 6 Tetris 
Double Drag 24 Phant Star 2 Is Valis 3 § Centipede fl Moto Crs Mniac 6 Tiny Toon : ® 
Dragon's Fury 26 Phant Star 3 24 Vapor Trail 26 Chase HQ 14 Mouse Trp Ht! : Tom & Jerry FS ae 
Dynamite Duke 14 Phelios s Wardner ne Chessninstei 16 Mr Chin S Pop Gun 4 
E Swat [2 Piyskin Brawl 26 Warrior Rome 14 Cosmo Tank 5 Mr Do Z Torpedo Range 2 
Earnest Evans 24 Pithighter 26 Warrior Rome 2 20 Crystal Quest |? My ste um ‘ Foxic Crsdrs 4 WE PAY YOU WE PAY YOU 
El Viento 26 Populous be. Warrs Etrnt Sun 26 Cye Grnd Prix 12 Nail N Seale 4 Track & Field 4 | | . 
Evander Hlyfld 26 Powerball 20) Warsong 24 oC wraid 14 Natl Ftbl Le 4 Trax 2 Alpha Mission $82 Nam 1975 n42 
Exile 2s Predator 2 26 Wheel Fortune x0) Daedalain Opus | Navy Seals 2 Triumph 2 Baseball Stars S52 Ninja Combat 57 
F 22 Interept 24 Quackshot 20) Whip Rush 6 Days Of Thndr % NBA All Star 2 Tumblepop : Baseball Stars 2 whl Riding Hero 02 
Faery Tales 6 Quad Challenge 20) Wings Of Wor 10 Dead Ht Sermb! 5 NBA All Star 2 |4 be & Burn : a oT | Robo Army x2 
UNS i) Raiden Trad PA) Winter Challenge () may Nemesis 5 urrican Surnine Fight 2 Sengoko 0 
a aie s Rambo 3 16 sae Chile ~ 26 se ies : Ninja Boy 2 Uluma 20 Crossed Swords 72.) Soccer Braw! 82 
ar 29 3 me 5 Ninja Gaides 4 Ultra Goll 160 Cyberlip 57 Supr Bsbl 2020 Ss? 
Fat! Labyrinth Ss Rampart 22 Wonder Boy 30) Doomsayet ? inja Gaiden : : = R . ie pr Bsbl 202 - 
Ferrari GP 3? Rastan Saga 2 6 World Cl Ldrbrd 26 : Draw () Ninja Taro 4 olleyball @ Seht Man S22 Supr Spy S7 
i suites Aides x0) RBI Bsb! 3 24 World Prphy Scr 26 er ae 7 ? Nobun Ambtn 2 Wheel Fortune S Fatal Fury S82. Thrash Rally S2 
mal Zo 30 fis | ) rh ri sation “C” > Wordzap 4 Football Frenz 112 Top Plyrs Goll 62 
Final Zone 4 RBI Bsbl 4 30) Y 3 26 Double Dribble 14 Operation a ordzay ootball Frenzy 2 op Plyrs Ci i 
Fire Shark z Revenge Shnobi \4 Zany Golt s Dr Mario & Out of Gas 4 a Bow se : ae hs 
Flicks 6 Rings Of Power 26 ZOOM S Dragons Lair ? Pacman 6 orld Circuit Series Ghost Pilots 2 
Fe reotn Wrids 6 Road Blasters 24 ACCESSORIES Duck Tales 6 Paperboy es World Cup See Q  King/Monsters fie: ACCESSORIES 
Gadget Twins 26 Road Rash 28 Control Deck S88 Elevator Action | Paperboy 2 4 _ ve Superstars : ~ coe N2 Neo Geo Deck $312 
Gaiares 6 Road Rash 2 26 AC Pwr Sply 8 Extra Bases N Penguin Wars S \ - ast Resort 82 Carry Case 6 
Gain Ground Zt Rolling Thunder 2 30 Carry Case/L¢g 8 F | Hero 6 Pipe Dream S Xenon } League Bowl i Carrying Bag 0 
Galaxy Force 2 22 Romnece 3 Kngs 2 26 Carry Case/Sm 4 F | Racer ? Pitfightes \4 Yoshi ee Magician Lord ‘ ( ontrofler 24 
Gemfire 26 Sagal 10) Comp Pro 14 Faceball 2000 & Play Act Ftbl 3 7en I$ Mutation Nation S20 Memory Card 14 
Ghost Bstrs () Saint Sword 20 Controller 14 Fast Tracks 6 Power Mission () 
Ghouls Ghosts 14 Shadow Beast 14 Din Cable 5 Fastest Lap ? Power Racet 6 
GODS 26 Shadow Beast 2 26 Game Holder [0 Ferrari GP x Prince Persia 2 \CCESSORIES We Also Sel] 
Golden Axe - Shadow Blaster 6 Misc Joypad S Fighting Simulator 14 Punisher 2 Game l nit $46 ‘ 
ac of smoveme & Gene $ Fin Bad 12 Qe acess 1” Games & Accessories 
Golt 20) Shining Drkns ne: Power Jystk he Final Fant Leg 1? Q Billion > \mplifics 6 
Granada 8 Side Pocket 30) Powr Bs Cnvyrti 10 Final Fant Leg 2 6 Oin S Batt Pack 
Greendog 26 Shove It 6 RF Adaptor 6 Fish Dude 2 Quarth 0 Bi te Boy 
Grow | 24 Simpsons-B Vs Sm 26 Pac 50 Joystk 6 Fist OF N Stan & R Type 2 Carry \ll DI 
Flash =f Radar Mission 4 Carry Case All G C 
Flipull 8 Rap Quest 14 Four Plyr Adptr ames ome 
Fortitied Zne ? Rese Blobette 2 Game Lite a 
A L L D Poriress Fem 4 Revenge OFGr Hip Poueh With A 
Gareyles Quest 6 Robo Cop 6 Iuminator 
Boga 6 Robo Cop 2 lo Lightboy 90-Day Warranty! 
GB Showease 2 — Rocky 14 Magnifier 
George Formn 4 Roger Clemens I4 View Boy 


QUICK DELIVERY! —— 


612-94 


CIRCLE #128 ON READER SERVICE CARD. 
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tf you bomb the rear 
wall... 


ures are hard to hit, because they always move 
in the opposite direction that you do. Worse, the red one 
always shoot ts at you when you line up with him. What to 
do? Get him almost lined up, shoot your arrow and then 
ickly move him into the arrow. 
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After leaving the temple, te __— At the entrance, Kiki will 
you must navigate a small open the door—if you can 
maze. Look everywhere for monkey, who will accompa- afford to pay him. 
Te hidden entrances and paths. ny you to the Dark Palace’s 
entrance. 
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Like any other dungeon, you In this room, make sure to .. leads to a key, and the 
need to find the map, the bomb both the side walls. right wall... 

compass, the big key and The left wall... 

more. 
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-«syou can drop to this ledge. From the ledge, it’s a 


jump to this treasure ch 
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side of the bridge, you'll find another key 
found the way past the second barricade. When 
, the second one is down. So, reset 


a a 


SAI NONI ee ee greg mate 


Take the side route to getthe #§ Now that you have an extra _...enters into a maze. 


treasure and bypass the key, you can explore this Getting around is a little 
spikes. After getting the trea- side door, which... tricky, but... 
sure, move the statue on the 

left toward the spike, blocking 


it so you can get safely past. 


oa After getting rid of the 


SO Ut Ae 


oa?! 
. 


dd ren e Tee Poe TiseTeB 


ey 
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Once you get past, find this in this darkened room, 


You'll then ...Waits a bridge on the 

this northw verge of collapse. You must room, which contains the there’s a ton of treasure, = 

which... be fast on your feet to get compass. and... ge SP 
past it before you fall into 


the abyss. 


...you ll find good stuff, like You'll also find a wall that On the other side of the wall With the hammer, 
another key. needs bombing. is the magic hammer. At you can now kill the pesky 
last! turtles and get past the bar- 


ricade you found before. 


boss is dead, 
the first crystal, 


...@ Message from Princess The next stop on your 
adventure is Swamp Palace, 
indicated by a “2” on your 


| i other. p : 7 Once you have the flippers, 
aduen peneat the. stone in vatveris Lv } you can swim. These 
the center oh ts Hing: Nowe ee e —— preore will quickly 


JO into water and this bridge. Under the 
: find this dock 1 near the swim around toward the bridge... 
magic shop. Them... north and east. Look for... 


2 
; 
4 
; 
ts 


_— 
Soe Rac a aD 


evourcan tareachwtive ladder, Vourmeed to exit the palace : 

and WwSe. Vo Ur nano to get to the LightaWonld: Inithe Light. 
World] Version Ori the palace, theneis alever you Gan pull 160) 
ROCESS the eS ancl full the Dales vith Waites, Winey” 


accent ie 


999 22. hb fs 


Fiancee nee on 


You'll appear on this island, Cig: in you ll eventually uncover 
where you can grab a piece the haunted gro nd... the flute. Fite 
of heart. 


Seek te an BF ne 


SSSeee eeu eevee? -, 


Pe eeeeenneres 
i ta i 


C 
C 


.--you'll find this camper, ...Will give you your third Here’s the entrance to 
who... magic bottle. Swamp Palace. 
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, push the switch . 
he room of water, 


kill him, you'll get 
iv heart, as well as... 
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AND NOW 
A MESSAGE 
FROM Me 
EVANDER 
HOLYFIELD. - 


Sa SHiy atts Sweat’s gonna fly. And blood’s 
“Sia ose, gonna flow. "Cause this is no two- . \ 
«4 bit sports simulation.Thisis \- 
} Evander Holyfield’s ““Real Deal’ aa 3 


a at | ome) Boxing’— 16-bit Sega” Genesis” see — 
ton oye |) ||| realism right in your face. s 
Oe ae a bee || aannoarara | | ° a ” - 
sesninty ms eete == Speed. Stamina. Power. = 
S722) aca ‘4, Defense. You design your own . 
Deen | SPEEG ERG || TRACI Meniee cal 
= : boxer. e 
- . : EE SOHNRBULEy ESHOLYFTELO - 
Right down to his haircut. But re ROUND - aS 
you gotta be strategic. There are - oe foe eS 
28 hungry contenders itching to “ * 
e * a 
make you kiss canvas. Long > oa - 
before you get a shot at the champ. * 4 v4 ERENT OE a ) ! 
You've got 360 degrees of on ee ‘ 
oo freedom. | Ea: aE : le 
So jab. | st u ee 


—— on ~ Cross. Block. Uppercut and 


TELS Tn ; URIS - punch. The more you win, the ; , . 
. : . more formidable you become. 
7 ee Evander Holyfield’s “Real 
ee Deal’ Boxing. It’s tough. . 
— a — It’s bloody. Its The Real Deal. | a 
SNS al Get the message? 3 - 
” ie 
' ’ : s 
GENESIS - 
Leading the 16-bit revolution” - 


THE CHOICE IS SIMPLE. THE CHOICE IS SEGA. Genesis gives you more than 150 hit games, hot titles like Sonic The Hedgehog.’ Kid Chameleon™ 
Sports Talk Baseball” and Joe Montana ll, Sports Talk Football™ and the lowest price in 16-bit systems. SEGA and Genesis are trademarks of SEGA. 
Game titles are trademarks of SEGA or its licensees. See individual box for details. © 1992 SEGA. All rights reserved. é 


Evander: 


ar Hetyficicd’s. . 


rai ia: } 
EVANDER HOLYFIELD’S 
“REAL DEAL” BOXING 


Cool Pool 


SSS SSS Sa ee 
CATALINA GAMES 


Playing pool is a lot like playing 
golf—it can be inconvenient. Either 
one is rich enough to have a table in a 
fully furnished game room or have to 
travel to pool halls notorious for a 
layer of cigarette smoke and stale beer 
permeating the playing area. 

To the casual observer, it’s an easy 
game to simulate electronically. In 
actuality, pool is a game full of sub- 
tleties: the amount of force a ball 
retains when hit by a cushion or 
another ball; the spin of the cue ball 
and the angle from which the cue stick 
strikes it; and, as pool players know, 
shot position. Pool is more than walk- 
ing around the table; all sorts of body 
contortions above the green felt are 
needed to ensure sinking a shot. 

With that in mind, it’s easy to see 
that re-creating accurate video pool is 
difficult enough—without then having 
to make the game sufficiently enjoy- 
able to lure Street Fighter II junkies to 
a more peaceable game. However, 
Catalina Games has overcome all 
obstacles in creating what people who 
have been in this business too long 
calla “sleeper” hit. That’s Cool Pool. 

Players’ initial choices include num- 
ber of players, games available (eight 
ball, nine ball, straight pool), as well as 
music. The rock, which has fewer gui- 
tars than most Muzak and thankfully 
no vocals, may not please heavy metal 
fans, but it’s not Lionel Richie either, 
and it works well as background 
music. The jazz, which is instrumental 
by definition, is much closer to what 
one would expect from a jazz album. 
The music is noteworthy, not because 
it’s So great, but because it exemplifies 
the detail that went into this game. 

All game play is controlled by a 
trackball and two buttons. The first 
action of every shot is positioning the 
“table.” The table rotates a full 360° 
and tilts so the view ranges from the 


CO 
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equivalent of eye level with the balls 
to mostly overhead. Once the angle is 
chosen, players secure the view with 
the “lock” button, after which the cue 
stick appears. Similarly, the trackball 
controls the angle of the stick, which is 
also set by the lock button. The 
English button may then come into 
play. If the player selects English, a 
close-up of the cue ball appears with a 
floating target, which can be set to the 
point of impact, giving the cue ball the 
amount of spin needed to keep trick 
shots from turning into scratches 
(sinking the cue ball). Finally, a quick 
roll of the trackball in any direction 
begins the action, with the force 
behind the cue stick proportional to 
the speed of the trackball. 

Though limited in number, the avail- 
able games are faithful to actual pool. 
In eight or nine ball, for example, play- 
ers win the game if the eight or nine, 
respectively, is sunk on the break. It 
would have been nice to see more 
games, but Cool Pool is more about 
individual shots than it is overall game 
performance. Game length, in fact, is 
not controlled by the number of sunk 
balls but by the number of misses, with 
scratches counting as an extra miss. A 
good run will earn players extra misses, 
while empty pockets on the screen will 
mean the same in real life for anyone 
who wishes a long, continuous game. 


Qn08 


Each shot is allotted about 30 sec- 
onds, and generally this is more than 
adequate time. The speed at which the 
table and cue move will astound any- 
one who has dealt with overhyped vir- 
tual reality on any video or computer 
game. This is another aspect that 
makes Cool Pool so special: It cannot 
be adequately translated to computer 
or cartridge format given current 
industry and hardware standards. Any 
game that has to be played in an 
arcade had best be worth the trip, and, 
luckily, Cool Pool is worth it—espe- 
cially since players don’t have to 
worry about getting blue chalk all over 
their clothes. 


Total Knowledge: 
The Complete Guide 


to Total Carnage 


General Akhboob must be stopped. 
While some may feel that kidnapping 
electronic journalists is of debatable 
villainy, he has converted a baby milk 
factory into a nuclear powered mutant 
generator. To stop him, it will take no 
one less than Captain Carnage and 
Major Mayhem, the only two soldiers 
capable of surviving the Total 
Carnage. Using the same two joystick 
controls in the classic hyperkinetic 
Robotron 2084—one for movement, 
the other for firing direction, in addi- 
tion to a special smart bomb/air strike 
button—Total Carnage will drench the 
two warriors in the gory remains of 
thousands of General Akhboob’s 
mutants. Unfortunately, much of the 
destruction will be their own, but 
thanks to the designers and play 
testers at Williams, as well as Total 
Carnage’s designer, Mark Turmell, 
VG&CE is able to provide the tech- 
niques essential for keeping your own 
carcass from being included in the 
body count. 

Total Carnage is divided into three 
missions, with bosses at the end of 
missions one and three, and a special 
electrocution scene at the end of the 
second mission. At the beginning of 
each mission, touch the crumpled 
maps to see a map of the upcoming 
battlefield. 
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At the end of each mission, Total 
Carnage calculates and displays all 
relative a points and statistics. 

| E : In addition 
to the obvious 
goals—free the 
hostages while 
killing every- 
thing else— 
players should 
constantly 
search for keys 
that will allow 
them into the 
Pleasure Dome 
to join veterans 
of Turmell’s previous game, Smash TV. 


The top number is your current 
number of bombs. The one below that 
is your score. On the following line (left 

—mmmumemes tO right) is the number of 
men remaining, and the 
final number is a tally of 
how many hostages you 
have rescued. Total Carnage grants four 
men for the first quarter and three more 
for every additional 25¢. 


Grunts: Al- 
though armed 
with guns, 
they’d rather 
bash your face 
in with their 
rifle butts than 
shoot you. 


FLAMING 


sae x J) Grunts: No 


| ous than the 


= disturbing, 


Mr. BUTANE: 
~ Much toughe 
than the othe 
foes, ney wil 


more danger- 


to destroy. If left untouched, however, 
they will use their flamethrowers, so 
it’s often smart to shoot as many as 
possible, rather than trying to ensure 
individual kills. 

Demons: Ax-wielding mutants born 
of radioactive goo, the best way to 
destroy them is to prevent their cre- 
ation. Stand in the 
middle of the large cir- 
cles of green ooze 
and, when a circle of 
green gobs shoots out 
from the center, drop 
two bombs. Wait there 
until the bombs detonate, killing the 
demons and awarding an extra 2,500 
points. 

FiENDS: Purple or green, these 
slime- = ee enter the battle bounc- 
, a, ing in and 
out of wea- 
pon range, 
so if you're 
using a lim- 
ited-ammo 
weapon, 

= wait a sec- 
ond before firing on them. 

Orcus, THE MOTHER OF Boss Mon- 
STERS: With enough time and quarters, 
anyone can de- 
feat Orcus, but 
those who 
want to finish it 
off fast should 
follow these 
steps: 1) shoot 
off the guns 
attached to its arms; 2) destroy the 
bloody stumps that remain; 3) grab 
the bazooka and shoot out its eyes; 4) 
destroy the small head; and 5) finish 
off the remnants. 


THE ELECTRIC 
CHAIR: At the 
end of the sec- 
ond mission, 
players are 
automatically 
captured and 


Siesaped anto. one of Akhboob’s 
favorite toys. Fast button- “pressing is 
the only way to survive. 
regular kind, | 
| but a lot more | 


GENERAL gee 
AxHBoos: He & mig 


yone who made 
ouldn’ t have too 


these levels. 


AKHBOOB’S GENERALS: After the final 
bosses are destroyed, Akhboob’s 
flunkies try to 
escape, and 
he’s disguised 
as one of them! 
Running into 
them is the 
only way to 
stop them, and, f even one escapes, 
Akhboob will have won, and the game 
will proclaim, “You Suck.” 

STATIONARY LAND MINES: Providing 
the game’s m ost graphic death by 
hurling your shredded body at the 

. player, they should be 
avoided or destroyed with 
bombs. Be especially care- 
ful when picking up large 
quantities of gems—many have this 
very deadly surprise at the bottom of 
the pile. 

MoviING MINES: Do we have to 
explain everything? 

BARRELS: grygg ge 
Full of muck are, : 
and ready to amie 
explode, the 
secret trick to 
destroying 
them safely is 
to walk in the tight space between the 
barrels and the walls. 

NUCLEAR DEVICES: Dropped from 
above, these atomic crates bounce 
three times before resting on the 

- Per ground—that 
is, resting until 
detonation. 
| The smaller 
ones can be 
disarmed by 
: 5 running into 
them, while the larger ones (noted by 
their visible countdown from 99) can- 
not be disarmed and provide a some- 
what less-than-subtle incentive to 
leave the warp zone. 


Warp spots: Step on these to be 
transported to special levels contain- 
ing dog tags, other bonus items and 
another set of foes. After defeating 
the enemy, players return to the nor- 
mal playfield. These warp levels do 
contain extra-man icons, 
but they are just as 
deadly | as the game’s nor- 
mal stages. Those who i 
don’ t care about the Plea- ™ 
sure Dome and simply. want to finish 
the game would be best off f avoiding 
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FLAMETHROWERS: The weapon of 
choice. It’s a good idea to ease up on 
firing whenever possi- 
ble, because they con- 
tain limited charge. 
Most of them are ran- 
domly placed, but a 
few extra-long-lasting flamethrowers 
are hidden under trees and behind 
walls. 

SCATTER GUNS: These 
have roughly the strength 
of a machine gun, but fire 
in a widespread arc. 
They’re more useful on troops than 
equipment. 


RAPID-FIRE BLUE SPHERES: 
Not especially effective 
against large waves of foot 
soldiers, these work won- 
derfully on trucks, tanks and jeeps. 

BAZOOKAS: These are 
generally inferior to the 
other power-ups, except 
when fighting Orcus. 

PERSONAL SATELLITE: 
Causes a metal globe to cir- 
cle around the player, tak- 
ing out adjacent threats. 

Bomes: These are most 
useful when trying to 
destroy trucks, jeeps, tanks, 
planes and boss monsters. 
Each will go off three seconds after 
placement, SO they should be placed 
in front of moving vehicles. Placing a 
bomb also gives you two seconds of 


- invulnerability, so don't be afraid to 


run under the boss to place additional 


| bombs—after ve ‘ve Topped the first, 


N ATION 


WARHEADs: When walked 
on, these will destroy all 
enemies on the screen. 
However, they don’t always 
work, so plan an escape route in case 
you find a dud. 

Keys: Depending on the 
arcade operator, players 
need a minimum of 200 
keys to get into the Pleasure 
Dome at the end of the game. Keys 
are most abundant in the warp zones 
and behind walls and objects render- 
ing them invisible to players. To find 
them, move the characters along the 
walls and objects in a way that they 
keep out of sight. In the third mission, 
players with 140 keys can discover a 
secret nuclear reactor zone behind the 
first reactor. 


JEWELS AND AMER- 
ICAN FLAGS: They’re 
but 


worth points, 
nothing else. 
Doc Tacs: Each is worth an 
extra man. 
SNEAKERS: Make player run faster. 
Listen for Curly. 
: REPORT- 
| ERS: They’re 
loud, and 
most of them 
are dressed 


like tourists, 
fter The War Of 1999, Reporterda ny saving 
Swarmed into The War Zone... them from 


exploding barrels of goo is still worth 
a few points. 


Know Your Passworps 
At the beginning of the game, play- 
ers may step onto a special warp disk 
and enter a password to transport 
them to different locations in the 


- game. The following are the pass- 
_ words in chronological order. Keep in 
_ mind that it should take approximately 
one hour to play Total Carnage from 
start to finish. Also keep in mind that 
‘the later you start in the game, the 
fewer keys that will be available. 


GOOB—First Desert Lock Down, 
nly about two minutes into the game. 
—About halfway through the 
ge. {ten minutes) and right 


ARCADIA 


ROAD—The beginning of the sec- 
ond stage. 

LIPS—About halfway through the 
second stage. 

LiICK—Toward the end of the sec- 
ond stage, at the airport immediately 
after the moving mines. 

SHOK—This takes players to the 
electrocution scene and then returns 
them to the beginning of the game. 

FIRE—Battle against the flaming 
grunts immediately before the electro- 
cution. 

FOOD—Beginning of the third mis- 
sion, the Road toward the Baby Milk 
factory. 

EATS—Immediately before inter- 
mission with the fiend eating a soldier 
in front of the Baby Milk factory. (See 
Fiends illustration.) 

TOID—At the front gates of the 
Baby Milk factory (about two minutes 
before BOOF). 

BOOF—Inside the factory, approxi- 
mately two minutes after TOID, 
roughly three-quarters of the way 
through the game. 

MARK—Start of basement in the 
Baby Milk factory. This is the farthest 
any password will take the player 
while still providing combat. 

DOME—Ending No. 1. Akhboob 
has been defeated but not captured. 
Players will be told “You Suck.” 

WORM—Enca- 
ing No. 2. Akh- 
boob captured. 

AZAZ—In- 
side the Plea- 
sure Dome. 


IN For A SHOCE? 


THEN STEP INTO DYNAMOR,¥ R ALIEN-CRAFTED SUIT OF DYNAMIC ARMOR. 


BUT MOVE QUICKLY, YOUR ‘ _HEAD COMPETITION IS ABOUT TO SMACK YOUR JAW 
WITH A NASTY LITTLE LASER. AND THAT'S JUST THE WARMUP. WHEN THE ACTION 
REALLY HEATS UP, THE MECHANI ED SHOCKTROOPERS FROM IMPERIUM WILL BE TRYING TO 
TURN THAT DYNAMOR OF YOURS INTO NOTHING MORE THAN A COOKIE SHEET. 


IMPERIUM. REAL HEAWY METAL FUN. 


ExP-00550 
we Boos0 


NINTENDO. SUPER NINTENDO 
ENTERTAINMENT SYSTEM AND 


THE OFFICIAL SEALS ARE 

REGISTERED TRADEMARKS OF THIS OFFICIAL SEAL IS YOUR 
NINTENDO OF AMERICA INC. ASSURANCE THAT NINTENDO 
©1991 NINTENDO OF AMERICA INC HAS APPROVED THE QUALITY 
©1992 VIC TOKAI, INC Official OF THIS PRODUCT. ALWAYS 
IMPERIUM IS A TRADEMARK OF LOOK FOR THIS SEAL WHEN 


ViC TOKAI, INC. 


SUPER NINTENDO =~ 


ENTERTAINMENT SYSTEM 


Licensed Product 


BUYING GAMES AND 
ACCESSORIES TO ENSURE 
COMPLETE COMPATIBILITY 
WITH YOUR SUPER 
NINTENDO ENTERTAINMENT 
SYSTEM. 


CIRCLE #130 ON READER SERVICE CARD. 


obody ees the » boneheaded 
- oo 


cialo i : 
‘is | e of VGRCE, so ) | thought |’ d- 
ess up before this month’ S portable \ 
prose gets under way. In that issue’s 
Gaming on the Go column, | 

‘implied that Tengen’ s Game Gear 
version of Marble Madness was the 
: translation of the arcade classic to 
ear On the portable scene. Not so; |. 
had completely forgotten that Mindscape ‘ 
/ released a fine version of Marble Mad- | 


- coin- op. For the palace it's an. en 
_ taining maze game in which the title c 
acter burrows through the ground 

blows up his enemies in the most lit 


the only differences Boag a pha 0m 
_ screen and buttons that “pump” ce dae 
ically without repeated pressings. —  . 
| Upon this solid foundation, an updated 
_ version of the ay has Beat avec _ 


of ‘91. Decide all around. 
Hope your batteries are charged up, 
‘cause here we go.. 


-NAMCO” _ BY engaging game play and. ESE of 
For the Nintendo Game Boy ($28.50) CuHrRis BIENIEK the original with a new musical score, 


new obstacles and the need to find three 


SOUNDIMUSIC 1 aay Jee a a ey | 10 keys before you can gain access to each 


GRAPHICS £934.56 10 _ screen's exit door. The new game also 
offers unlimited continues 


— 12345678 10 ey 7 3 ‘3 ; a ; ) Though New Dig Dug suffers” 
OVERALL 9 3A eB 67 9108 a a Toe) from a bit of slowdown in its bus- 


oem 


a : -Hi’. | ier stages, the two games make a. 
ee | eee great package together, offering a 
lot of entertainment for yeu 
gaming dollar. © 
Namco Hometek Inc. 
3255-1 Scott Blvd., Suite 102 
Santa Clara, CA 95054-3013 

(408) 496-6371 


If you're a veteran arcade gamer who 
goes gonzo for coin-op classics like Mis- 
sile Command, Q*bert and Centipede, you 
should run out and buy yourself a Game 
Boy right now. The last few months have 
seen an explosion of Game Boy titles 
based on the best of the quarter-eaters 
from a decade ago, and most of 
them—including the three titles mentioned 
above—have been highly entertaining, The Sleaate Dig Dug ‘aie a brand 
extremely playable blasts from the past. mew sequel team up in a single 
Dig Dug is the latest “retro” game to hit Game Boy cartridge. _ ee vy ae ie 
the green screen, and it’s another great ern bh Eee 
example of the instantly accessible appeal Ro ot acl a = 
of the video games of the early ‘80s. 

In these pages, we've talked a lot about 
the importance of keeping such transla- 
tions faithful to the originals—for the sake 
of nostalgia—and the seemingly contra- 
dictory need to update them for the jaded 
gamer of the ‘90s. In converting its own 


at eS a 


0 eo ee Ce 


Be ake SI Sal ge 
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NFL Football 

2 Aaa 
For the Atari Lynx ($39.99) 
SOUND/MUSIC 


GRAPHICS posers 
PLAYABILITY = 
OVERALL 1234567 9 10 


Like Hockey, Lynx fans have been wait- 
ing a long time for NFL Football to show 
up, and, also like Hockey, it has proven to 
be well worth the wait. This one has real 
NFL teams and colors, 25 distinctly differ- 
ent plays to choose from on offense and 
defense, a two-player ComLynx mode and 
a “zoom” feature that shows off the hard- 
ware’s scaling abilities to dramatic effect. 

In case you can’t tell from looking at the 
accompanying screen shots, NFL Football 
requires that the Lynx unit be held side- 
ways (like Gauntlet, Klax and parts of 
Hockey). Fortunately for those who dislike 
such a feature, it is possible to play the 
game while holding the Lynx the regular 
way; this just makes it tougher to read the 
play selection screen. 

The overhead view works beautifully. 


Not only does it make it easy to track the | 


movements of your players, but it also 
gives the “zoom” feature maximum 
impact. The OPTION keys give you this 
ability to choose between a Goodyear 
Blimp view and a just-above-the-helmet 
close-up, not to mention all points in 
between. 

Though the sound in general is not all 
that great—there’s very little music and 
the crowd noises sound like a flushing tol- 
let—the digitized voices are pretty good. 
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NFL Football shows off the Lynx 


es: 


Graphics are very well-drawn, with the 
official team logos and scoreboard anima- 
tions looking exceptionally sharp. 

As in any sports simulation, “the play's 
the thing,” and, in NFL Football, it’s the 
icing on the cake. The passing game Is 
quick and intuitive, and the running game 
is perhaps more valid than in most foot- 
ball video games. Astoundingly, the com- 
puter-controlled players on your team are 
actually smart enough to block for the ball 
carrier! 

Atari’s NFL Football delivers excitement 
without exaggerating reality, and depicts 
realism without bogging down the player 
in a jungle of options. What more could 
you ask of a sports video game? 

Atari Entertainment 

500 Watersedge Drive, Suite 310 

Lombard, IL 60148 

(708) 629-6500 


® @ 
Prince of Persia 
TENGEN 
For the Sega Game Gear ($34.95) 


Hey, can you believe that a Game Gear 
title has finally made the cover of VG&CE? 


SOUND/MUSIC 


GRAPHICS 


PLAYABILITY 


OVERALL 


“| Seriously, unless you've skipped through 
~ 1 the Video-Game Reviews section to jump 


hardware with great animation 
and scaling effects. 


right into Gaming on the Go, you've prob- 
ably realized that our cover was meant to 


. | focus attention on Mike Davila’s feature 


review of Prince of Persia for the SNES 
and TG-16. But Tengen couldn't have 
picked a better time to send us a review 
copy of the Game Gear version of this run- 
and-jump classic. 

Licensed from Domark, the European 
publisher of the Master System version of 
the game, Prince of Persia lights up the 
Game Gear with the same smooth charac- 
ter animation and eerie torch-lit settings 
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that fueled all 
other previous 
versions of the 
game. As the 
natural succes- 
sor to creator 
Jordan Mech- 
ner’s Karateka 
beat-’em-up, 
Prince of Per- 
sia |S a proven 
winner that brings a sense of history to 
the color portable scene. 

If the game has a noticeable flaw, it’s 
one that’s common to all existing transla- 
tions of the game: Some players feel that 
the control pad simply has too many func- 
tions assigned to it, which often gives the 
illusion of a lack of responsiveness. The 
rainbow-colored blurring of the tiny text in 
the game’s credits and introductory 
screens— while bothersome—does not 
interfere with game play, since there is no 
text on the screen during the main body of 
the game’s action. 

If you don't mind squinting to read the 
titles, it’s smooth sailing from that point 
on. Most of the game’s screens are 
instantly recognizable to anyone who has 
played previously existing versions of 
Prince of Persia—“ If it ain't broke, don’t fix 
it” is a longstanding rule of video-game 
design that certainly applies here. 

Tengen has struck gold in its continuing 
efforts to bring Master System hits from 
Europe to Game Gear screens in the U.S., 
and | applaud its strong support of Sega’s 
portable game system. Keep ‘em coming! 

Tengen Inc. 

675 Sycamore Drive 

Milpitas, CA 95035 

(408) 473-9400 
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- sounomuse _ oo 
| GRAPHICS — Ei : 
PLAYABILITY. _ | Gg 


: 5 ) ae 


OVERALL _ 


- Developed by NMS Satwvare i Resa: 
lade, StarHawk is a scrolling shoot-’em-up 
in the tradition of R-Type and Gradius. You 


know the routine: Maneuver your space- — 
ship around the obstacles and use your 


onboard laser weapons to gata every: 
thing in your path | 
It’s not easy to do this type of game On 


the Game Boy. The system’s LCD screen Se 


tends to reduce background details to a 
blur in a scrolling game like this one, so 


NMS has come up with a few tricks to try - oo 


to get around the problem. First, the game 
moves ata relatively slow pace, which 
helps the display to keep up with the 
details. Secondly, most of the moving 
objects that appear in the game are sur- 


rounded by a thin, white outline, which 


makes it easier to distinguish your ship 
and your enemies from the scenery. 

These ideas work pretty well, and they. 
have given StarHawk the freedom to be a lit-_ 
tle more ambitious than most Game Boy 
shooters tend to be. On the plus side, that 
means multiplane background scrolling and 
a good variety of obstacles and targets. On 
the negative side, though, StarHawk is a 
very tough game, one that requires a lot of 
pattern memorization and a speedy trigger 
finger. Fortunately, there’s a password system 
that allows you to save a game in progress. 

It’s also nice to be able to fly different 
types of vehicles during the course of 
StarHawk. | didn’t like the fact that each 
ship is equipped with a weapon that fires 
from below its center on the vertical plane, 
which makes it more difficult to pick off tar- 
gets that are closer to the top of the screen. 
Still, this is a pretty minor complaint in 
light of the game’s stronger points— 
namely, the graphics. Certain levels deliver 
a very convincing 3-D effect, not unlike the 
scrolling scenery in Shadow of the Beast. 

Though it plays a little too slowly to 
satisfy the most maniacal shooter fans, 
StarHawk stands out because 
it pushes the limitations of 
the Game Boy hardware, and 
that’s always a good sign for 
the portable gamer. 

Accolade Inc. 

5300 Stevens Creek Blvd. 

San Jose, CA 95129 

(408) 985-1700 
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As the sword-swinging young hero. 


named Hiro, last of the Blade Knights, you 
have been entrusted with the fate of the 
Cyberworld as it falls under the shadow of 
the evil dude Havoc. To save your people, 
you'll have to run and jump through differ- 
ent colored backgrounds, fight evil crea- 
tures and pick up power-ups. | 
Now, go and grab yourself a cold wing 
of water, because Switchblade II is as dry 
as its premise makes it sound. Not that 
the game is bad—it’s just so unbearably 


average that you could probably quiz any § 


fifth-grader and get some good sugges- 
tions about how to change the game to 
make it stand out from the crowd of 
Ninja Gaiden/Rolling Thunder/Shinobi 
clones. 

Among its forgettable features are bland 
scenery, lack of background music, a tire- 
some “find money and shop for weapons” 


subplot, sound effects that seem for all the 
world as if. they’ ve been recycled from 
Crystal Mines Il and stiff animation. The lat- 


| ter is particularly inexplicable, as it robs the 
1 main character of the shred of charisma 
E generated by his pensive portrait on the 
game's title screen. 


If you could see the way Hiro jumps, 
you'd understand: Instead of flexing his 
knees to spring up, he just sort of crosses 
one leg with the other and zips into the air 
as if he’s been yanked skyward by the 
recoil of an invisible bungee cord. Then 
there’s the dubious information that’s avail- 
able for purchase in the weapons shops. 
An example: “Jump high to avoid danger.” 
Hey, | paid ten credits for this?! | could have 
picked up a plasma gun! 

Seriously, the most perplexing aspect 
of Switchblade I/ is the fact that it has 
_. been licensed 

B| from the U.K.'s 
§ Gremlin Graph- 
s ics, Who appar- 
Mm ently had some 
Mm success. with 
gs Atari ST and 
Amiga versions 
of the game. 
Couldn't Atari 
have put that 


The Video Game Specialists 


A ATARI 7800" 
Cocco Von” 


ATARI A 5200" 
GAME BOY" 


24 HOUR 


ORDER/INFO LINE 


(214) 218-5800 


We can accept VISA and MASTFRCARD orders by phone. 
Money orders can be mailed to us for prompt processing. In 
stock games ship within 24 hours. All games are brand new, 
even though our prices resemble other's charges for used 
games. Normal UPS shipping and insurance is $1 per 
cartridge and $5 per game system. Texas residents must pay 
7.25% sales tax. A single $3 processing charge is assessed 
per order. Prices and availability subject to change. We are 
proud to be a member of the Better Business Bureau of 
Dallas, and have been serving our customers since 1986. 
COMPARE OUR SERVICE AND SELFCTION! _ 


HERE ARE JUST A FEW "EXAMPLES 


NINTENDO™ 
LYNX™ 


(GENESIS) 


Personal Arcade’ 


ATARI XE" | [URL 
JOYSTICKS R ah - 


INTELLIVISION ™ 
ATARI LYNX SUPER NES 
Lynx Color Unit $89.95 Control Set $89.95 
Double Dragon $39.95 Ninja Turtles 4 $59.95 
Rai-Den $39.95 RoboCop 3 $59.95 
ATARI 7800 PERSONAL ARCADE 
Game System $39.95 Game System $29.95 
F-18 Hornet $19.95 Donkey Kong Jr $14.95 
Ace of Aces $29.95 Cabbage Patch Kid $19.95 


( TELEGAMES ‘USA } 


SEGA GENESIS TURBOGRAFX-16 GAME BOY 
Core Unit $99.95 TurboDuo $299.95 Game System $69.95 
Phantasy Star 4 $69.95 CD Player $149.95 Ultima $34.95 
Dragon’s Fury $49.95 +Over 20 Titles at $19.95 Simpsons 2 $29.95 
COLECOVISION NEO-GEO SEGA GAME GEAR 
Turbo Module $59.95 Gold System $499.95 Game System $129.95 
Hand Controller $19.95 Last Resort $169.95 Bart Simpson $34.95 
+Over 90 Titles Available!! Mutation Nation $169.95 Wheel of Fortune $34.95 
See: FOR A COMPLETE CATALOG 
VISA SEND YOUR NAME, ADDRESS, AND MACHINE TYPE 
Re 


PLUS $1 FOR POSTAGE AND HANDLING TO: 


RATS 
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| Chuck | Rock 


SEGA 
For the Sega Game Gear ($29. 99) 
SoUNDAUSIC | : £ g 
| GRAPHICS. | 
rawnuy 
wines | 4 


ce a low- key version of the Genesis 


hit, the comical cave- 
man Chuck Rock has 
stepped into the Game 
Gear with his protrud- 
ing jawbone and pot- 
pelly intact. In this 
smoothly paced run- @ 
-and-jump adventure, 
Chuck must climb 
mountains, battle dino- 
saurs and swim oceans 
in order to rescue his 
wife, Ophelia, from the 
clutches of the das- 
tardly Gary Critter. 

One of the most 
interesting features of 
the game—aside from 
the title character's 
ability to pick up rocks 
and chuck them across 
the screen—is Chuck’s 
belly-bump attack. This 
is the “weapon” he 
uses to take out 80% of 
his foes: He stops to 
plant his feet, takes a 
deep breath and ex- f 
pands his considerable 
midsection to bump an 
enemy out of the way. 
His offensive repertoire Ff ™ 
also includes a flying |j 
kick, but | like to use the 
belly-bump because it’s. 
funnier! ae 

Chuck also eee “ 
with his environment. , 
more frequently than other characters in 
similar games. He uses frogs and 
crocodiles as springboards, and occa- 
sionally catches a ride from a pterodactyl. 
In the underwater sequences, he floats to 
the surface, but, if he picks up a rock, he 
sinks to the bottom. Good graphics are 
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allows you ‘to continue your © 
game after each of the five levels, 
which might make the game too 
easy for veteran gamers. But if 
you can overlook the faults of the 
game's sparse, unimaginative 
soundtrack, you're bound to 
enjoy the adventures of Chuck 
Rock. | | 

Sega of Aribiies Inc. 

130 Shoreline Drive 

Redwood City, CA 94065 © 

(415) 508-2800 


| 


Your Hardware... 


WIN Thousands of §E@A Genesis Prizes! 


And what 2 a game it is! o ‘Slick the Crash 
Dummy, you must. perform various death- 
defying stunts to earn cash and continue 
your career. Each day brings on a new chal- 
lenge: The first day, you'll jump off the roof 
of a skyscraper and bounce on awnings all 
the way down to the target on the sidewalk 
below. Next, it’s an obstacle course to test 
the air bags in a new car design. Day three 
is spent running into flags while skiing 
down a snow- -covered slope. Get the idea? 
With all of 
these different 
challenges 
comes a com- 
pletely new 
| play mechanic. 
| It's like several 
| different games 
tin one Ca 
| tridge. By the 
‘| time you reach 
the / Love Lucy- 
inspired conveyor belt scene in the muni- 
tions factory, you'll be hooked by the game's 
lunatic pace and fresh sense of humor. “A 
day without demolition is like a day without 
sunshine!” muses Slick after crashing an 
automobile head-on into a brick wall, all in 
the name of honest work and a day's pay. 
The game wouldn't work this well with- 
out the ability to grab the player with 
appealing graphics and an energetic 
soundtrack, so I’m happy to report that 
The Incredible Crash Dummies excels in 
all categories. Charmed by the humorous 
\\ Ania intermissions and the constantly changing 
\\\ MA. nt} game play, | had a hard time putting the 
} Game Boy down. | 
Don’t be a dummy—check this game out! 
Acclaim Entertainment Inc. 
71 Audrey Ave. 
Oyster Bay, NY 11771 
(516) 624-8888 
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How could anybody not oS The bs 
Incredible Crash Dummies? The whole phe- The Incredible 
nomenon stymies me: These characters Crash Dummies: 
originated in a public service announce- destructive fun for 
ment, for crying out. loud! Whatever the the Game voy 
reason for their sudden popularity, Acclaim | 
is jumping on the bandwagon with NES | 
and Game Boy titles focusing on the Dum-- 
mies and their destructive adventures. 


Next issue: Would you believe more 
sports software for the Lynx? This is the 
time of year when all areas of the video- 
game industry go wild, so expect a few 
surprises as part of our continuing cover- 
age of the portable gaming world. See 
you next month! = 


ViDEO GAME GLOVES 
by oe Champian 
Padded Thumb For Enhanced Video Game Play 


Reader feedback to this column is always 


appreciated. Send your comments and sugges- 
_ tions to: VipEoGAmES & Computer ENTERTAINMENT, 
Attn: Gaming on the Go, 9171 Wilshire Bivd., 
Suite 300, Beverly Hills, CA 90210. Computer 
owners with access to the DELPHI information 
service can also contact me via electronic mail 
sent to user name VGCHRIS, or stop by the 
Batman is a trademark of DC Comics Inc. © 1991. All Rights Reserved “World of Video Games” special interest group 


and drop me a note in the public forum. 


Look for details on Champian Batting Gloves. 
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he face of computer gaming 

has always been an ever- 

changing one, and a new age 
is upon us. The current buzzword in 
the computer world is multimedia, 
which combines graphics and sounds 
into an interactive environment. The 
potential of this new medium is about 
to be pushed to new heights with the 
release of The 7th Guest from Virgin 
Software. 

The 7th Guest is the creation of 
Trilobyte Software of Jacksonville, 
Oregon. Trilobyte is a small company 
producing software for the new 
medium of CD-ROM. The 7th Guest, 
its first project, which will be pub- 
lished this Halloween, has already 
caused a stir in the game community 
because it is so different from any- 
thing else that has yet been produced. 
No formula here, just new ideas and 
cutting-edge technology. 

Trilobyte doesn’t like to think of 
itself as a game company. Its employ- 
ees see a larger picture in front of 
them, as technology and entertain- 
ment fuse together to form a new 
frontier called multimedia. They call 
what they make “interactive dramas,” 
and the atmosphere at Trilobyte is 
more akin to a movie production facil- 
ity than a software development 
house. 

Trilobyte was formed in 1990 by 
software industry veterans Graeme 
Devine and Rob Landeros with the 
purpose of creating new types of 
entertainment experiences for CD- 
ROM. Up until now, most CD-ROM 
game titles have been repackaged 
floppy titles that haven’t used many of 
the strengths of CD-ROM. The 
7th Guest is the first title to be 
designed exclusively for CD- 
ROM, and it’s certainly the first 
title ever to be larger than a 
gigabyte: The game will be 
shipped on two CD-ROMs—the 
equivalent of over 3,000 floppy 
disks. Installing that many disks 
onto your hard drive would fe 
take over two weeks if you worked on 
it full-time, eight hours a day! 
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AS you look at this becrauim, ty) 


GRAEME'S WORLD 
OR THE MAKING 
OF THE 7TH GUEST 


bY 


GRAEME DEVINE 
& JAMES DO. VEE 


Each month, inside Gaming will be a 
behind-the-scenes sounding board of 
what's taking place within the electronic- 
gaming community, giving the game 
industry a chance to speak out on pertinent 
issues. It’s not speculation written from the 
outside; rather, it’s written by someone 
with knowledge from inside the business. 
The views and opinions stated in Inside 
Gaming do not necessarily reflect those of 
the staff of VG&CE or LFP inc. 


eit 


rememoer i co@nn’: red!ly axis. 


The hauntingly real world of The 
7th Guest is reminiscent of an old hor- 
ror movie. You can quite easily forget 
that you are watching a computer and 
not a videotape. As the story spins its 
eerie web, you'll find yourself putting 
on a couple more lights and checking 
the opacity of that cushion you’re hid- 
ing behind! 

Set in the old house of eccentric 
toymaker Henry Stauf, the story cen- 
ters around the fate of six guests who 
visit the house one stormy night, 
drawn there with promises of wealth 
and power. Each meets a dreadful 
fate, and a seventh guest—thus the 
game's name—may become another 
pawn in Stauf’s evil plot to live for- 
ever...unless you can intervene. 

Playing The 7th Guest is more like 
controlling the action of a movie than 
playing an electronic game, at least 
based on games of the past. As the 
viewer, you guide your on-screen per- 
sona through the house via Trilobyte’s 
simple and intuitive interface; the 
mouse pointer changes as you move it 
over various objects on the screen. For 
instance, a candle means you can 
move in that direction, a key means 
you can open a door, and so forth. 
Moving around in The 7th Guest is 
perhaps what sets it apart so much 
from any other entertainment product; 
instead of simply scrolling the screen 
from side to side, you actually move in 
three dimensions through the rooms. 

This differs from products such as 
Origin’s Ultima Underworld in that the 
movement in The 7th Guest is “photo- 
realistic,” closely resembling the real- 
life models. Conversely, in U/tima 
Underworld the movement is 
based upon polygonal texture 
mapping. The difference is very 
striking. Take a close look at 
some of the screen shots 
shown here and imagine walk- 
ing through them. That's how 
good it looks. A lot of the pro- 
cesses used in making The 7th 
Guest are very similar to those 
used in motion pictures such as Termi- 
nator 2and The Lawnmower Man. 
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Super NES 
Neo Geo 


We Buy & Sell 
Used Video Games 


Thousands Of Games 
IN STOCK! 
Rare And Hard To Find Games 


Game Dude 
Goes On-Line! 


Now you can connect with 
Game Dude by MODEM 


You'll have all the latest price info at 
your finger tips and the ability to order 
24 hrs aday. Plus you can chat with 
other game players to exchange tips 
and info, download files and play on- 
line games. If you have a computer 
with a modem, you’ve got to call. 
(818) 982-PLAY 

| Get The Game Dude | 
Newsletter Free! 


l 

I 

Call Now! (818) 764-2442 é 
Mon-Sat 9-5 PST ; 

Fax (818) 764-4851 
Game Dude i 

PO Box 8325VGS 7 
i 

; 

| 

| 


Van Nuys, CA 91409 


Name 
Address 


Cc - > 


City/State/Zip 
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Mixing computer 
renderings and live 
actors makes for 
wild images like a 


head in a pot. 


The fantastic, three-dimensional 
effects and moves are accomplished 
using a rendering tool from Autodesk 
called 3D Studio. Each room is care- 
fully modeled as if it’s designed by an 
architect for a real building. Each floor, 
ceiling and wall is covered with materi- 
als fitting for the environment, and fur- 
niture is added to complete the effect. 
Cameras and lights that exist only 
inside the computer world are then set 
up, and each frame of an animation is 
then produced, or “rendered.” This 
process is time consuming: A single 
frame takes about 15 minutes to ren- 
der—and The 7th Guest has over 
30,000 such frames! Setting up some 
of the special effects (such as a head 
coming out of a soup pot) can take an 
artist a whole month to get right, and a 
further week to render. The end effect 
might last for just a few seconds, but 
you can guarantee those few seconds 
are going to be breathtakingly eerie. 

Using this method, an entire set 
can be created that exists only in the 
computer; a “virtual” set: to-use 


an : 


another buzzword of the moment. 
Against these virtual sets, real actors 
add the final element to the drama. 
There is over half an hour of digitized 
video footage in The 7th Guest. There 
are seven primary actors and more 
than 15 extras. The actors were filmed 
against a blue screen and had to act as 
if they were inside the various rooms 
of the house. Each frame was then 
captured and the blue background cut 
out. These captured images were then 
composited onto the rendered back- 
grounds. The process is exactly like 
making a special-effects-filled horror 
flick. The actors have to work hard to 
make everything believable, since 
there are special effects they can’t see 
when the scene is shot. 

All of this was quite new to 
Trilobyte. Many of the participants had 
never handled video production and 
had to perfect many techniques during 
production. Rob Landeros was in 
charge of the day-to-day video pro- 
duction and acted as producer on the 
video portion of the project. Matthew 
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THE ONLY GAME IN TOWN 


A ghostly 
guest and a 
visit to 
Henry 
Stauf’s 
elaborate 
game room 


Costello, the scriptwriter, had to deal 
with a multitude of problems as he 
was writing for a medium he had not 
seen before nor could know the limits 
of. New tools had to be developed at 
Trilobyte to deal with the storage of all 
those digitized frames—each one 
would take up about a megabyte 
uncompressed! At one stage, it was 
even calculated that building the 
house from scratch would be cheaper 
than using all this digital technology. 

Early in the project, Trilobyte 
decided to use the Super VGA resolu- 
tion for the IBM version of The 7th 
Guest. The 640 x 480 screen used is 
the closest yet to that of a normal tele- 
vision set, leaving the viewer further 
convinced that this is no ordinary 
computer game, but an extension of 
television itself. Further tools to deal 
with the playback of animations from 
a CD-ROM drive had to be invented. 
Some in the industry declared this 
impossible, but Trilobyte proved the 
whole world wrong. 

After the video shoot was finished, 
sound effects and music were added 
to each scene. Trilobyte hired a sound 
production facility, Staunton Studios, 
to add each and every sound effect. 
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The 7th Guest has over 600 separate 
“sound cues,” almost twice as many 
as the motion picture Star Wars. 
Dianne Watson at Trilobyte some- 
times had to sit through several hours 
of thunderclaps or pig squeals to pick 
the one that was “just right.” 

The music score was handled by 
George Sanger, “The Fatman,” of 
Wing Commander fame. Trilobyte 
would send him video footage of the 
various scenes and special effects, and 
he would then write the music for 
them. The music is more akin to that 
of a movie than a game, and is cer- 
tainly the most extensive musical 
score ever made for a computer prod- 
uct. The Fatman’s music adds a com- 
plete emotional level to the product so 
that the player will scream with fright 
at the least expected moments. 


Playing The 7th Guest is a unique 
experience, unparalleled in the com- 
puter-entertainment industry. This is 
the closest you can get to being in a 
movie while staying within the com- 
fort and safety of your own home. 


ESD IR ST ah ae eee ms 


Born in England, Graeme Devine 
has programmed on almost all U.K. 
computer platforms. His previous 
game, Spot, was based on 7-Up’s mis- 
chievous characters. He is Trilobyte’s 
president, and is programming The 
7th Guest. 

James D. Yee has been involved in 
electronic games since 1981, from pro- 
gramming games on the TRS-80 to 
producing demos on Atari computers. 
He’s currently in Japan developing the 
SNES version of FaceBall 2000 and 
working on a multiplayer 3-D RPG sys- 
tem called M.A.G.I.C. 


We hope you like this format, and your 


feedback is appreciated. Please send your 
comments or suggestions for subjects to 
be dealt with in future installments of 

_ Inside Gaming to: VG&CE, Attn: Inside 
Gaming, 9171 Wilshire Bivd., Suite 300, 
Beverly Hills, CA 90210. 7 
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Turbo Technologies Inc. would like your help in deciding which free 
game to bundle with the national launch of the TurboDuo in 1993. 

The TurboDuo is the first fully integrated chip and CD system in 
America. Currently, for the Southern California launch, the 
TurboDuo is being bundled with five free games, which are Gate 
of Thunder, Bonk’s Adventure, Bonk’s Revenge, Ys—Book | 
& Iland Ninja Spirit. 

Be part of the excitement surrounding the 
TurboDuo national launch. Help TTI select the single 
se most important game to be bundled free of 

charge with the system purchase. Choose your favorite 
games, from shooters to RPGs to action adventures. 


~ CHOOSE THE RIGHT GAME AND WIN TH 


: Winners grant permission for use of their names, addresses and photos for advertising or promotional purposes without 
additional compensation. Contest void where prohibited by law, and otherwise governed by California law. == 


re of “put the gold Koy in the diver 

ock” graphic adventures, or computer 
_ games that require you to save the souls of — 
a billion inhabitants from the. corruption of | 
the latest marauding demo: 7 Is making it 


| through the day without throwing a full cup 
| of coffee at your boss enough of an adven- 
ture? Then Buena Vista’s Dog Eat Dog will 


( Probably be the most welcome release of 


| the year. 
: Players « assume the role oe ihe Julie 


Bloom or Joe Sellars, two entry-level em-_ 


ployees at the mysterious BBBI corporation. 
_ Throughout their day, they must tolerate 
broken copy machines, sexual harassment, 


confusing instructions and some of the- 
_ biggest egos to hit the computer-gaming - 


world | since the Avatar. 


_ A simple point-and-click system allows | 
"players to travel throughout the office and — 
_ select one of eight attitudes to acent hile 


talking to their coworkers. 


The goal in Dog Eat Dog i is simple: stay 
employed. Players try to combine ee : 


_work, self pride, threats and | 
ego stroking to gain the rare | 
| promotion. Ultimately, they | 
might gain insight into the | 
deepest corporate secret: what | a 
BBBI stands for and, more im- [3 ~ 
portantly, whatitdoes. = =~ 
While a corporate ladder | 
simulator may sound about as __.; 
_ entertaining as a simulator for = 
| making toast, Dog | — 
Eat Dog carries it | 
_ off with constant | 
humor. Most of | 
| the encountered 
characters are just 4 
short of insuffer- 2 
able, making them = 
hilarious. John | 
uggan’s artwork — 
ives the game | 
the sufficiently | 
pate look it needs 


} ers are re-_ 

-alistic enough to » 
remind players of |“ 
people they may | 
know in real life, |# 
this might not be |p 
the best game to | 

| play at lunch on an. 

vg computer. 
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‘Horrorsoft, the developers behind both 


Elvira games are back with Waxworks, a 
graphic ; adventure available soon from Acco- : 
lade for IBM PC eompadbles and the Com- | 


modore Amiga ($59.95). 
Steering away from the standard, fantasy 
minaileving dungeons and medieval towns, 
Waxworks begins in the mansion of the 
player’s dead uncle Boris, who, like most 
things” in Waxworks, is technically dead. 
Play leads through an- 
cient Egypt, 19th-cen- 
tury England, a mine 
shaft and appropriately 
enough, a cemetery. 
| Uncle Boris is only as 
| far away as a crystal 
ball and some peyente ; 
energy. 3 
Waxworks also pro- 
vides variety in the as- 
sortment of items it 
provides for character 
use. In addition to the 
=| standard weapons, 
| food and lamps, play- 
ers may pick up such — 
unusual tools as a tun- 
ing fork. 
Like the Elvira 
games, Waxworks is 
not for the squeamish: 
Enemies bleed with 
every wound, and, rest — 
assured, when they | 
polish characters off, 
fans of internal organs 
will get an in-depth 
view of their severed 
head and throat. Com- 
plete with exposed 
cleavage, Waxworks | 
will most likely carry 
an advisory similar to 
| the one on the Elvira 
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Teaching the Third Reich a Lesson in Escape 


from Wolfenstein, Part One 
APOGEE 


Id Software’s Wolfenstein 3-D Episode One: Escape from Wolfenstein is one of the most exciting and extensive pieces of 
shareware to be released. This month, we’ll show you how to get started on the first four levels of this episode and what 
you should look out for. Next month, we’ll continue our adventure with detailed maps of the remaining levels and help 


you get by the end boss. 
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When you first leave the 
prisoner cell area, try to 
pick up as much ammo 


as you can. 


This isn’t just another 
pretty flag. Give it a 
push to see if there’s a 
room back there. 
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You won't need any food 
at first, since your 
health is at 100%. Come 
back to this location 
later when you need it. 


After you explore the 
kennel, head back to the 
main area, where you 
killed your first soldier, 
and go right. 


oscanccutecctc atria nainie 
ea | | 
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Ahhh...success! A semi- 
automatic pistol. Now 
we can really have some 
fun. 


Your first encounter 
with the Third Reich! Let 
him have it with one or 
two rounds, but don’t 
waste ammo until you 
find some more clips. 


Always keep your eyes 
peeled around corners; 
you never know who 
you'll find. 


Hidden Nazi treasures. 
Don’t pass these up; 
you'll want to pick up as 
many as possible to kick 
up your score. 
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This isn’t Lassie! When 
you first escape the 
prison cell, head right 
and you'll find a kennel, 
some food and a couple 
of easy moving targets. 


The elevator to Level 2. 
Next time it won't be so 
easy. 


COM PUT E R S TRATEGIES§$ 


LEVEL 


When you start off on this 
level go left and do some Ger- 
man-shepherd hunting. 


a a 

2 (0506 3 a 
Don't forget to eat your Alpo! As disgusting as it sounds, Remember, try to check as 
Dog food will also recharge drinking the blood from any many walls for hidden rooms 


your health. Nazi victims that you find will as possible, even if it seems 
also recharge your health. like nothing is there. 


This guy isn’t Sergeant The key to Level 3, but first The exit to Level 3. Now 
Shultz! He means business, you'll have to get past this might be a good time to go 
and there are times when dog meat! back, find some ammo and 


you'll run into a group of medicine or food to recharge 
them. Make sure that you your health. 


have lots of ammo from 
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LEVEL 3 


You can’t be a wimp any The prison cell area in Level 3 
ionger. This is where things has a hidden room in it, but, 
get really tough. Don't take more importantly, the key for 
anything for granted. the exit to Level 4 is also 
located there. 


Don't worry about these Great! Yet more treasure. And Some rooms and areas have 

guys—they’‘re just there for remember, the more treasure, multiple entry points. Use this 

decoration. the more points—and more advantage to sneak up behind 
points means extra lives. guards and ambush them. 


An empty room can yield You can easily get lost in this Onward to Level 4! 
many surprises if you look maze of rooms; try to map 
carefully. your way around for now. 


*" ¥ <a 


“hk IL 
As soon as you start Level 4, Rooms like this can be very 
face right and push that wall. dangerous. There could be 
You'll find a secret room here Nazis around every corner. 
with plenty of medicine and Also, don't go crazy looking 
ammo. for hidden rooms in these 


blocks; they are too small to 
hold anything. 


7 


rr 
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Don't bother trying to open if you're starting to get nau- One gunshot might trigger an 
these cell doors; they’‘re just a seated, now might be a good onslaught of Nazis, so it's 
facade. time to take a break and save always wise to inspect an 
your game. area for other men before 
ambushing someone. 


You can see the goodies, but Surprise, a machine gun! Now The key to Level 5, now all 
you can't get to them. Try you can really cause some you have to do is find the 
pushing a few walls. bloodshed! exit! 4 
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Send.:in the: coupon below for one free 
issue of TurboPlay, the only magazine. 
.. for the TurboGrafx-16 game player! 


FREE ISSUE! FREE ISSUE! 


Mail To: TurboPlay Subscriptions, 9171 Wilshire Blvd., 
Suite 300, Beverly Hills, CA 90210 


Mail To: TurboPlay, P.O. Box 16928, N. Hollywood, CA 91615 


LISign me up for 6 bimonthly issues of TurboPlay 
for the charter subscription rate of $9.95! 


LlYes! Send me my free 


Name 
sample issue! 
Address 
Name City/State/Zip 
Address “Payment Enclosed—Charge My (Visa IMC 
| Exp 
(Limit one issue per name. Please send orignal coupon 
only—no photocopies accepted.) Signature 


NEC and TurboGrafx-16 are registered trademarks of 
NEC Technologies (U.S.A.) Inc. 


MONEY BACK ON UNMAILED ISSUES IF NOT SATISFIED. Make checks payable to L.F.P. Inc Foreign add $10 
per year. Your first issue will arrive in 6-8 weeks. WATCH FOR IT! 
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MICROPROSE 
Version: IBM PC ($69.99) 


For years, I’ve been harping on the 
complete lack of imagination in fan- 
tasy role-playing games. Virtually 
every one was based, to a greater or 
lesser degree, on The Lord of the 
Rings and none came even close to 
being as good as the book. While 
Darklands does fall into the fantasy 
role-playing genre, it makes some 
subtle, but important, philosophical 
changes to the way it approaches the 
fantasy role-playing medium. 

Most importantly, the game is set 
in a real time and place: Germany in 
the 15th century, at the very end of 
the Middle Ages. This was a tumul- 
tuous time in European history; the 
Black Death had killed a third of the 
population of Europe less than 50 
years earlier and there were still peri- 
odic outbreaks. The Catholic Church 
dominated every aspect of personal 
and public life, and Martin Luther’s 
Reformation hadn't 
yet begun. The 
remnant of the 
Holy Roman Em- 


dalism, corruption in the Church and 
the basic insularity of the communi- 
ties in the Holy Roman Empire con- 
tributed to a view of the world that 
was superstitious, credulous, spiritual 
and, oddly enough, adventurous. Me- 
dieval outlooks and attitudes were 
very different from our own, and it’s 
important to remember that while 
you're playing Darklands. The tack 
Darklands takes with the medieval 
world it re-creates is to make real 
what its inhabitants believed to be 
real, whether it actually is or not. This 
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approach lets Darklands have such 
things as witches and monsters, but it 
also lets them exist in a recognizable 
landscape. 

Five or six years ago, it was a rare 
occasion that saw a game ship on 
more than a single disk. Then two- 
disk games became common, and 
three or four weren’t unheard of. 
Now, with games becoming more 
and more elaborate, the stacks of 
disks are getting higher and higher. 
Darklands is no exception. The ver- 
sion | installed came on 11 5.25" 
disks, and the installation took over 
half an hour. | suspect that it won’t be 
much longer until CD-ROM drives will 
be mandatory for game players. 

A good bit of the space on the 
disks is taken up with graphic and 
sound files; Darklands 
has both in large 
quantity. Unfortu- 
nately, the quantity 
isn’t matched by the 
quality. The sound and 
music are above aver- 
age, and while the 
music isn’t from the 
period, it at least has 
the flavor of medieval 
music. The graphics, 
on the other hand, are 


re rr rr ree «fine for lower denomi- 


nation machines, but 
this is the age of 


pire, which had ex- 
isted for 500 years 
and encompassed 
basically all of the 
German-speaking 
areas of Europe, 
was still a powerful 
political force, but 
Germanic Europe 
was a loose con- 
glomeration-_ of 
kingdoms, duchies 
and city-states. The 
combination of the 
Black Death, feu- 
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SVGA and high-reso- 
lution monitors. Noth- 
ing shows the flaws in 
graphics like a high- 
resolution display, and 
those in Darklands 
look blocky on my 
screen. The artists 
have tried to over- 
come the limitations 
with heavy antialias- 
ing and blending, but 
the effect is to make 
some screens blurry 
and nearly unrecog- 
nizable. 


iretan 


at 
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/ Maciderly, slearcmeged monk Bows and asks your 
‘business. You explain that you... 


[ l pahcad. $NanedOue Name crosses your path. 
ot “Sinee J am to blame for the 
W dragon's release, IT must end its reign. Surely thus 


“Well met! he sas. 


JT can aain foraivencss.” 


Nearly all actions are selected 
from lists of choices that appear over 
the top of the graphics, while things 
pertaining to the system are set from 
drop-down menus at the top of the 
screen. While the game is still based 
on the tired old Dungeons & Dragons 
attributes and hit points system, it 
does make some more subtle depar- 
tures from FRPG tradition: It replaces 


calls down | 


from the 


battlements. 
"Tll see you | 


fru in Hell." A 
party of armed 


wen issue 


forth to attack. 
You must fight 


or flee. 


magic with alchemy 
and the cults of 
saints, adds Virtue as 
a primary character 
attribute and empha- 
sizes experience over 
hit points. 

What all this 
comes down to is 
that, while there are 
still more aspects of 
old-style fantasy role- 
playing than | might 
like, | think Darklands 
is on the right track. 
The game doesn't in- 
sist on sending you 
off on a do-or-die quest, but offers 
you the opportunity to explore its 
enormous world at your leisure, 
something | like very much. It doesn't 
rely on arbitrary puzzle-solving, plac- 
ing more emphasis on exploration 
and contact with other characters. 
There are, however, still far too many 
random, pointless encounters and 
battles; | was attacked by wolves 
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three times in the space of ten min- 
utes. The battle system itself is, 
thankfully, automated, though you 
can fight by hand if you want to 
spend the time at It. 

Darklands, while flawed in some 
ways, is the best FRPG I’ve seen in 
quite awhile. The setting is interesting 
and the approach to the genre shows 
great promise for the future. 

—Tom Malcolm 
MicroProse 
180 Lakefront Drive 
Hunt Valley, MD 21030 
(410) 771-1151 
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The Legend of 
Kyrandia, Book One 


WESTWOOD STUDIOS 
Version: IBM PC ($59.99) 


123456 7 #I 


SOUND/MUSIC 


GRAPHICS 12345 6 7 & 
wy 1 234567 8. 
OVERALL 12345 678 


Malcolm may have been a jester, 
but nobody found his type of humor 
funny. So, after murdering the king 
and queen of Kyrandia, he was 
hunted down and sealed into his cas- 
tle, where it was hoped he could do 
no further harm. Unfortunately, he 
had the legendary Kyragem with him, 
the source of magical power in Kyran- 
dia. Without the focusing power of 
the gem, Kyrandia was fast depleted 
of magic, allowing Malcolm his es- 
cape. Now all of Kyrandia is at his 
mercy. It falls to Brandon, grandson of 
the chief of the mystics, to find and 
defeat Malcolm. 

So begins The Legend of Kyrandia, 
Book One, the newest adventure game 
from Westwood Studios, the people 
who brought us the ever-popular Eye 
of the Beholder (EOB) series. But, 
whereas the EOB games were dun- 
geon action quests, The Legend of 
Kyrandia is an enchanting adventure 
game in the tradition of Sierra’s fan- 
tasy titles. If the quality of this game is 
any indication, Sierra has serious 
competition. 

The Legend of 
Kyrandia begins 
with a fully ani- 
mated prologue, 
featuring Malcolm 
and his escape 
from the castle. As 
you watch Mal- 
colm’s devious 
tricks, the topnotch 
graphics and ani- 
mation lead you, 
anxious to begin 
play, into the open- 
ing scenes with Malcolm and Bran- 
don’s grandfather. After Malcolm turns 
Brandon’‘s grandfather to stone, the 
story falls into your capable hands, 
and you must guide Brandon toward 
his confrontation with Malcolm. 

The game’s interface is smooth and 
logical. To move Brandon, you simply 
click on a location and Brandon walks 
there, automatically avoiding obsta- 
cles. To find an exit from a scene, you 
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move the mouse to the edge of the 
screen or over an object, such as a 
door, that you think is an exit. If you 
can move in that direction, the cursor 
changes into a pointing arrow. More- 
over, because the game’s scenes are 
so well organized, mapping is unnec- 
essary. You'll navigate easily through- 
out Kyrandia. 

Neither must you do a lot of screen 
hopping. Except to access the game’s 


option screen— 
wherein you can 
toggle the music 
on or off, save 
and load games, 
etc.—the entire 
game takes place 
on the one screen. 
Even Brandon’s 
inventory, com- 
prising ten small 
boxes at the bot- 
tom of the display, 
is readily available. 
You can add or re- 
move items to or 
from the inven- 
tory with a click of 
the mouse. To use 
an item, you pick 
it up, place it over 
the object on 
which you want 
to use it, and then 
click the mouse. 

As mentioned 
previously, the 
graphics—de- 
signed by head 
artist Rick Parks and a staff of 12 peo- 
ple—are a delight. In addition, the 
music team of Paul Madra, Frank Klep- 
caki and Dwight Okahara has put to- 
gether an enchanting soundtrack, with 
frequent song changes and catchy 
themes. While most game soundtracks 
quickly become annoying, Kyrandia’s 
endures even through hours of play. 

In short, The Legend of Kyrandia is 
an outstanding game from a design 
team with an already impressive track 
record. Although Kyrandia is nothing 
like the EOB series, even fans of those 
action games will find themselves 
mesmerized by its quirky, humorous 
and magic-filled story. | for one can 
hardly wait for Book Two. 

—Clayton Walnum 


Virgin Games 
18061 Fitch Ave. 
Irvine, CA 92714 
(714) 833-8710 
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If you think you’re good at games, then let’s have some 
real fun. When you’re online with GEnie® Multi-Player 
Games, you’re playing real people, in real time. Some of 
the best players around the world. © Splash a bandit in Air 
Warrior®, and you’ve just taken out eight other guys, who'll 
be back gunning for you. Blast a MechWarrior® in MultiPlayer 
BattleTech™, and who knows? Could be that jerk from the 
coast. Could be a mercenary who’s looking for a few good 


friends. © With GEnie, the possibilities are endless, the 


MULTIPLAYER BATTLETECH™ 
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Air Warrior is a registered trademark and Stellar Emperor is a trademark of Kesmai Corporation. MultiPlayer BattleTech is a trademark and MechWarrior and BattleTech are registered trademarks of FASA Corporation. 
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people are terrific, and even the prices are competitive. So 
put some new life into your joystick, and sign on. We'll see 
just how good you are. © Signup now: I. Set your modem 
for half duplex (local echo) at 300, 1200 or 2400 baud. 
2. Dial toll free — 1-800-638-8369. Upon connection, enter 
HHH 3. At the U # = prompt, enter XTX99316, VideoG92 
then press RETURN 4. Have a major credit card or your 
checking account number ready. © For more information 
in the U.S. or Canada, call 1-800-638-9636. 
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EVENT HORIZON 
Version: IBM PC ($59.95) 


The Summoning takes place on 
the island home of Shadow Weaver, 
a less-than-angelic entity who de- 
cides the world was made for his 
own acquisition. During a surprise 
assault on the Council, the player’s 
alter ego, the Champion, is quickly 
transported into Shadow Weaver's 
labyrinth to hopefully do the one 
thing years of training would finally 
realize: save the world and liberate 
lots of gold. 

The entire game uses an isometric 
approach through more than 40 lev- 
els of dungeons and caverns. Travel- 
ing through the labyrinth causes the 
screen to scroll in smooth progres- 
sion to keep the player centered. To 
greatly aid in the record keeping, an 
auto-mapping feature is provided that 
does an excellent job. Also, if there’s 
an itch to get the maps from screen 
to paper, just press a button and off 
the map goes to the printer for a hard 
copy printout. 

Numerous nonplayer characters 
are strewn about the levels, and play- 
ers are free to strike up conversations 
that can also be dumped to the 
printer. Using a keyword system, the 
NPCs either divulge more of the rich 
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history of the laby- 
rinth and its inhabi- 
tants, or offer the 
prospect of taking on 
a side quest for per- 
sonal glory or the ac- 
quiring of a few spe- 
cial items. Although 
the game’s nonlinear 
approach would allow 
one to avoid more 
than a few of these 
quests, some are cer- 
tainly required to be 
completed to pro- 
gress further into gin 
Shadow Weaver's lair. ane 
And remember, if Oita 

ever there was a uni- — 
fying doctrine that binds all adventur- 
ers, it’s this: save often! 

Puzzles and problems are in abun- 
dance, especially in the department of 
dungeon access. Many levels contain 
areas that are not immediately acces- 
sible and require the cunning use of 
the environment to overcome. The 
placing of a weighted object on a 
pressure plate to close a gaping pit, 
or the pulling of a lever to open a 
stubborn door are just a few of the 
possible ways for items to interact 
with environment. 

The entire combat system is rela- 
tively simplistic, requiring no special 
key press other than the attack button. 
With its real-time approach, players 
can run when a fight is going badly, or 
avoid a fight entirely. Clever players 
might use sliding doors to their ad- 
vantage and pulverize monsters, or 
lure them into teleporters and a vari- 
ety of traps. Among the more unusual 


of these pitfalls are 
the large, spherical, 
Indiana Jones-style 
boulders that roll 
along passageways 
and hit with consis- 
tent damage. They 
also make short work 
of any monster that 
might happen to 
cross their path. Also, 
ranged weapons may 
be used for distance 
attacks, and spells may 
be cast in one of four 
categories for either 
offense or defense. 
Sounds are noth- 
ing overly impres- 
sive, but they serve their purpose in 
an adequate fashion. Footsteps fall 
and doors slide with the sound of 
grinding chains, but not a peep is 
heard from the monsters, which is a 
bit disappointing since the game is 
strong in every other department. 
Although the game offers much 
more than this review can cover, it 
stands that The Summoning works to 
bring a finely crafted story into an ad- 
venture of a new sort. A qualified 
blend of puzzle solving, monster 
squelching and scavenger hunting 
makes The Summoning a game 
CRPG extremists should seriously 
consider adding to their collection. 
—Danny Han 
Strategic Simulations Inc. 
675 Almanor Ave., Suite 201 
Sunnyvale, CA 94086 
(408) 737-6800 
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ELECTRONIC ARTS 
Version: IBM PC ($59.95) 


The Lost Files of Sherlock Holmes 
reeks of the kind of project the major 
developers conceive of, then spend as 
much money as possible trying to 
make approach the graphics and 
sound capability of the demo. Luckily, 
EA remembered that people (or the 
next best thing, reviewers) would be 
playing, and added a story line 
steeped deeply enough in Baker Street 
lore to please the hard-core Holmes 
fans without alienating the rest of the 
public. 

Sarah Carroway, a promising young 
actress, is found dead behind the Re- 
gency Theatre, her throat slashed 
open. Inspector Lestrade, mistaken as 
always, assumes she’s another victim 
of Jack the Ripper. Upon cursory ex- 
amination, however, Holmes is con- 
vinced that someone else is responsi- 
ble—and the game is afoot. 

Lost Files uses a point-and-click 
system similar to those in the Lucas- 
film games, with different dialogue 
options for each conversation. 

The game’s greatest strengths lie 
not with the title character but with his 
perennial sidekick, Dr. Watson. The 
good doctor often serves as a foil, pro- 
viding the necessary insight to keep 
the quest for 
clues moving. 
More impor- 
tantly, he keeps 
a journal re- 
cording every 
conversation. 
Reaching sev- 
eral hundred 
short “pages” 
by endgame, 
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the journal is easy to use and even has 
a key word search function. One note 
of special commendation to R.J. Berg 
for capturing Watson's humor so well. 
Parchingly dry and always on target, 
the jokes may not be appreciated by 
everyone, but they’re exquisite never- 
theless. 

“It's too linear!” is the cry graphic 
adventures inevitably provoke. But 
with such a tight trail of clues, sus- 
pects and scientific deductions, there’s 
no way the main thrust of the adven- 
ture could be anything but linear. 
What the designers could have done 
to prolong game play was simply in- 
troduce subplots. Also, Holmes makes 
numerous deductions that could have 
been left up to the player. For exam- 
ple, he looks at a man, notices his 
face, his clothing, the hair on his 
jacket, a few other trivial details and 
manages to blackmail him for all of 
the pertinent information. The player 
could have made some of these de- 
ductions, given a few lists of op- 
tions—something that happens far too 
infrequently. This is especially true 
when Holmes uses his chemistry lab. 
Aside from lighting alcohol burners 
and stuffing the key objects into test 
tubes, the scientific work is on autopi- 
lot. It would not have taken that much 
documentation to create an option for 
players to mess around with the vari- 
ous chemicals 
and still produce 
the desired an- | 
swers. The abil- ] 
ity to save up to 
20 dames. is 
rather useless 
since it’s impos- 
sible to do any- 


thing that could prevent a player from 
finishing. The hand-holding only gets 
blatant after the murderers have been 
apprehended, when the designers 
added several annoying “find the key” 
puzzles simply to prolong the game’s 
duration. The scenario, in fact, seems 
to have been written well after most of 
the locations were programmed into 
the game. 

Perhaps the most difficult problem 
facing players is finding sufficient 
room on their hard drive to load the 
game. Lost Files can be installed two 
ways: disk-space saving (15 mega- 
bytes) or game-time saving (30 
megabytes). The graphics are cleaner 
than most games in this format, and 
the sound effects and voices are better 
than the music, but they don’t justify 
the game’s price or its use of disk stor- 
age space. 

Fans of graphic adventures will find 
Sherlock Holmes to be distinguishable 
only by its time period and setting. 
Anyone who has ever yearned to join 
the Baker Street Irregulars should love 
the game, even though they may often 
feel more like Watson than the great 
detective. 

—David S. Moskowitz 


Electronic Arts 

1450 Fashion Island Blvd. 
San Mateo, CA 94404 
(415) 572-ARTS 
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STORES WHERE | CAN GET TECMO NBA BASKETBALL. 
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with Super VGA 
systems, game de- 
signers are starting 
to take notice, and 
Super VGA games 
are on their way. 
Heading the list is 
Theatre of War 
from Three-Sixty 
Pacific. Claiming to 
be the first Super 
VGA game, The- 
atre of War can 
only be described 
as real-time chess. 
Unlike chess, 
though, when a 
Theatre of War 
game begins, you 
can choose from 
three different sets 
of pieces: Me- 
dieval, the Great 
War and Contem- 
porary. Each set 
has its own playing 
characteristics, 
with abilities from 
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THREE-SIXTY PACIFIC 
Version: IBM PC ($49.95) 


Super VGA has been around for 
awhile, but, so far, it’s had no support 
in the gaming world. Luckily for those 


wielding a sword to launching mis- 
siles. You and your opponent (the 
computer or another human) simul- 
taneously move your 16 pieces on 
the variable-sized, multiterrain board. 
In the tradition of Battle Chess, when 
opponents meet, they change to their 
battle forms and duke it out, hacking 
or bashing until one falls dead or re- 
treats. 


track= oT 
damage, 
each piece has an energy and health 
line. If a piece’s energy runs out, it can 
no longer move or perform any other 
me activity—at least not until its 
M energy is restored. If its health 
line runs out, the piece is out 
of the game. A piece’s energy 
or health can be restored only 
by resting and only if it has an 
unobstructed supply line. 

One of Theatre of War's 
most significant features is its 
game board, which can be 
viewed in two modes, per- 
spective or flat. The perspec- 
tive view is downright eerie. 
As you watch the enemy 
pieces drift toward you from 
the far distance, you'll feel as 
though you've entered a 
strange, alternate universe 
filled with bizarre machines. 
As mentioned previously, the 
playing board is not a fixed 
size. In fact, depending on the 
scenario chosen, the board 
may be larger than what 
you're allowed to view on one 
screen (this is almost always 
true In perspective mode), in 
which case you must scan the 


To keep 


board by clicking on-screen arrows or 
using your keyboard's arrow keys. 

One thing is for sure: The designers 
of Theatre of War are fans of Bullfrog’s 
games (Populous and Powermonger). 
The screen display, although not 
copied from another game, looks Bull- 
frog-inspired, with the 3-D board in 
the center and the game controls ar- 
ranged around it. The game scenarios, 
too, are handled 
Bullfrog-like, with 
different board lay- 
outs and varied op- 
tions in each, forcing 
the player to create 
new strategies for 
each scenario. 

Now the big ques- 
tion: Why Super 
VGA? Considering 
the risk Three-Sixty is 
taking on a Super 
VGA game (a very 
limited audience), 
One would expect the 
game to require high- 
resolution graphics to 
obtain convincing 
displays. Strangely, 
although the screens are gorgeous, 
with ray-traced reflections and finely 
detailed objects, the game board and 
pieces look as if they could have been 
done easily in regular VGA. One has to 
wonder why Three-Sixty chose to limit 
the game to Super VGA. But, whatever 
its reasons, the graphics are excellent 
and the animation well designed. 

Despite its obvious nod to Bullfrog, 
Theatre of War is no clone. It is a thor- 
oughly original and engrossing strat- 
egy game that'll delight most board- 
game fans. If you have a Super VGA 
graphics board setup, you'll want to 
check it out. 

—Clayton Walnum 
Three-Sixty Pacific Inc. 
2105 S. Bascom Ave. 
Campbell, CA 95008 
(408) 879-9144 
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Fly In The Face Of Reality. 


Whether you’re diving blind through fog to find a 


runway or loop-de-looping to save your tail, get your 
hands on VIRTUAL PILOT, the flight yoke that looks 
and feels exactly real... because it is. Designed by an 


airplane builder, VIRTUAL PILOT flies any simulation or 
game that supports a joystick. Works with all IBM and compatibles. And you won’t have 
to fly halfway around the world to buy it. Just buzz your local store. 


VIRTUAL PILOT = 


CIRCLE #139 ON READER SERVICE CARD. 970 Park Center Drive * Vista, CA 92083 Phone: 619-598-2518 FAX: 619-598-2524 
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STRATEGIC SIMULATIONS, INC? 
ADVANCED DUNGEONS & DRAGONS, AD&D, DARK 
SUN and the TSR logo are trademarks owned by and 
used under license from TSR, Inc. ©1992 TSR, Inc. 
©1992 Strategic Simulations, inc. All rights reserved. 


repare to take a quantum leap in computer AD&D*° role-playing — on the 
most successful new fantasy world ever launched: the DARK SUN” game 
world! SHATTERED LANDS, first in this next generation of adventuring, delivers 
state-of-the-art technology, unrivaled game design and an intricate storyline. 


HARSH NEW WORLD. Unleash your imagination on a brutal, savage world, 
sun-scorched and wind-scraped. Create a party from all-new races with higher levels 
and multiple classes. Then embark on the most spectacular AD&D — ever! 


FULL-SCREEN GRAPHICS, SUPERB MUSIC AND SOUNI 
Imagine your entire screen filled with spectacular graphics and cinematics. 

The action is continuous, the suspense and drama unbroken — you 
never leave the screen to go into another mode for combat, inventory or 
conversation. Add the splendid music score 
and sound effects and the DARK SUN 
game world truly comes alive! 
FULL-BLOWN 16-BIT ENGINE. 

Designed to take full advantage of power- 
ful 16-bit computers, the game features 
incredibly smooth animation and game 
play. Your party moves realistically across 
the screen. Pick up and examine objects, 
interact with the physical surroundings, 
converse with characters, battle monsters 
— all with richness in detail and realism 
like never before! 


POINT-AND-CLICK INTERFACE 
You do everything using your mouse ‘for 
the quickest, easiest game play ever! 


_ SHATTERED LANDS. The next 


To receive SSI’s complete product catalog, send $1.00 to: 
SSI, 675 Almanor Avenue, Suite 201, Sunnyvale, CA 94086. 


M Screens shown: 256-color IBM VGA. 
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PSYGNOSIS 
Versions: Amiga ($49.99), Atari 
ST ($49.99), IBM PC ($49.99) 


There doesn't seem to be anything 
simpler than walking, and, for most 
people, running, jumping and throw- 
ing aren’t much harder. Why then 
does it seem to require great dexterity 
and speed to move, let alone do well, 
in most track and field games? Psyg- 
nosis’ latest game, The Carl Lewis 
Challenge, proves to be no exception 
to that unwritten rule. 

Players participate in five track and 
field events: 100 meter sprint, 110 
meter high hurdles, javelin, high jump 
and long jump. Players control the 
athletes on the field and must also 
train them for competition. 

The training phase of the game 
starts with a team of athletes slightly 
below average potential. As a coach, 
the player must determine the training 
regimen for each athlete for five weeks. 
There are ten different training meth- 
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ods to use alone or in combi- 
nation. Too little or too much 
training will harm an athlete 
instead of improve him. 

Actual play is similar to 
most side-scrolling track and 
field games. A player has a 
choice among three different 
methods of control: speed, 
rhythm and gearing. Unfortu- 
nately, players must choose 
one type of control to use for 
all five events. 

Speed is a basic twitch test: 
press two keys on the key- 
board or move a joystick or 
mouse back and forth as 
quickly as possible. The speed 
control is the most robust for 
maintaining a high rate of 
speed, but suffers from delays 
at the starting block. 

Rhythm involves watching 
a line move back and forth in- 
side a rectangle; when the 
line is in the middle of the 
rectangle the player presses a 
button. This method also is a 
little slow at the start. As the 
athlete moves faster, so does the 
bar, and, on fast computers, it takes 
superb dexterity to press a button 
every time the bar is in the middle of 
the rectangle. 

Gearing requires. the 
fewest pushes of a button. As 
the event monitoring bar pro- 
gresses, there are certain 
marked points where, if a 
player presses a button at the 
exact time the progress bar 
reaches the mark, the athlete 
will maintain his top speed. If 
the player misses one mark, 
there is no way to improve 
his speed until he reaches 
the next mark. 

The actual event fills less 
than half the screen. The rest 
of the screen contains infor- 
mation that the player needs 
to know during a race. It hin- 
ders the player to watch the 
athlete, because not all of the 
events are easy to perform 
using the track as a guide. 

For example, in the 110 
meter high hurdles, a player 
Cannot easily tell when a 
hurdle is coming up. If a 
player looks at the athlete 
for guidance, more than 
likely the athlete will plow 
Into the next hurdle. 


Between each event there are an 
overabundance of information 
screens that look like scoreboards in 
stadiums—points of color on a black 
background—and are difficult to 
read. Some of the screens are re- 
dundant, and it takes at least twice 
as long to get through the screens 
for an event as it does for the 
event itself. 

The Carl Lewis Challenge has 
brought conditioning to track and 
field games. Unfortunately, training 
does not take long, and the game 
doesn't prove to be very innovative 
when it is time for the athletes 
to perform. 

—John Schnyder 
Psygnosis 
29 St. Mary’s Court 
Brookline, MA 02146 
(617) 731-3553 
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INTERPLAY PRODUCTIONS 
Version: IBM PC ($59.95) 


Author of The Hobbit and The Lord 
of the Rings, J.R.R. Tolkien created in 
Middle-earth a rich, compelling world 
unmatched in the works of many other 
authors. While some, to a greater or 
lesser extent, have tried to emulate 
him, the results have not always fared 
that well. 

Along similar lines, several com- 
puter-game developers have tried to 
capture the feel of Tolkien’s Middle- 
earth. Though some have proved more 
successful than others, few have 
achieved a product that faithfully re- 
created Tolkien’s world. One exception 
is Interplay, which, after a successful 
release of The Lord of the Rings, Vol- 
ume One in December 1990, has fol- 
lowed up with the second of three vol- 
umes just in time for the 100th 
anniversary of J.R.R. Tolkien’s birthday 
(The Return of the King, Volume Three, 
is also planned). 

The Two Towers commences where 
the original game left off. However, 
game play differs in that cliffhangers 
have been added to allow for shifts in 
action between the various parties. 
Thus, many events transpire “simulta- 
neously” in the course of the game. 

As the story unfolds, Aragorn, Lego- 
las and Gimli are in the heat of battle 
somewhere in Eastern Rohan. After de- 


feating a party of Orcs and meeting up 
with Gandalf, the action switches to 
Frodo and Sam who are descending 
the cliffs near the Dead Marshes. Fol- 
lowing the addition of Gollum to their 
party, they also find themselves in 
combat against several Orcs. As the 
battle concludes, the action shifts once 
more, this time to Pippin and Merry 
who have escaped their captors and 
fled into the old forest of Fangorn, 
home of the Ents. The entire adventure 
follows this precarious jaunt from one 
cliffhanger to the next. 

While the implementation of these 
action shifts does aid player involve- 
ment, it may also result in some degree 
of confusion. It’s quite easy to lose 
track of what last happened with each 
particular party, due to the inter- 
spersed events. So, be sure to keep a 
written record. 

Graphics and audio have both seen 
improvement since Volume One. The 
Two Towers, like its predecessor, views 
Middle-earth from a top-down perspec- 
tive. However, the 256-color VGA im- 
ages look much cleaner and more de- 
tailed than before, especially character 
close-ups. Auto-mapping, thankfully, 
has also been provided. In addition, a 
well-orchestrated musical score and 
digitized sounds accompany and 


And the evil wizard Saruman 


also wants the ring for his own. 
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enhance play, with all major sound 
boards supported. 

The only noticeable shortcomings 
present in The Two Towers involve the 
limitation of only six save game posi- 
tions and the need to read paragraphs 
from the game manual during play. 
The latter, which serves as copy protec- 
tion, is quite distracting and results in 
an interruption to the flow of the quest. 

While The Two Towers is meant to 
be a sequel, it is still fully playable by 
those who missed Volume One. How- 
ever, to gain the fullest enjoyment, one 
should play the original Lord of the 
Rings first, or at least be familiar with 
the book. Otherwise, some of the 
story’s richness is lost. Nevertheless, 
The Two Towers is an engaging, 
playable adventure based on a classic 
story. Role-players and Tolkien fans 
alike should thoroughly enjoy their visit 
to Middle-earth. 

—Chuck Miller 


Interplay Productions 
3710 S. Susan, Suite 100 
Santa Ana, CA 92704 
(714) 549-2411 
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The Dark Half 


CAPSTONE 
Version: IBM PC ($59.95) 


SOUND/MUSIC 123.45 6 739 10 
GRAPHICS 11 23 45 6 779 10) 
PLAYABILITY 123 45097 8 9 10 
overt = Pe 


Stephen King, the undisputed 
demon overlord of the world of hor- 
ror fiction, almost singlehandedly 
raised the horror genre from the 
grave of pulp obscurity to a point 
where it is surprising to not find a 
horror title among the bestsellers. 
Whether he should be cursed or 
lauded for this is a matter of individ- 
ual taste, but even the most die- 
hard King fans would admit that his 
works have not translated well into 
other mediums. Currently, IntraCorp 
has transformed Orion Pictures’ 
adaptation of a Stephen King novel 
into a graphic adventure, The Dark 
Half. Unfortunately, The Dark Half 
suffers from many of the same 
problems. that 
film versions do: 
Despite a few 
good shocks and 
some interesting 
images, the story 
doesn’t hold to- 
gether. In addi- 
tion to illogical 
plot develop- 
ments, the game’s 
brevity tarnishes 
what would other- 
wise be a fun, if 
campy, adventure. 

The player as- 
sumes the role of 
Thad Beaumont, 
an author who 
has recently been 
forced to admit 
that he has 
written a 
successful 
series of hor- 
ror novels 
under the 
pseudonym 
“ 4 8 °o-r ge 
ware, iff = 
sym fo like 
gesture, Thad 
“BuUries* 
George at the 
local ceme- 
tery, only to 


e 
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come back one 
night and find 
the grave 
empty. A local 
reporter is 
murdered, and 
the game is 
afoot. Thad 
must prevent 
the cops from 
arresting him 
as the killer, 
while trying to 
stop George 
from wresting control of 
his life away from him. 
The “evil twin” as- 
pect of the plot adds 
some amusing kitsch to iH 
the story, as do some of a 
the more macabre ele- 
ments— one unlucky 
victim is clubbed to 
death with his own 
prosthetic leg. The 
violence is usually more 
suggested than shown, 
which makes the vio- 
lence that 
is shown 
much more 
striking. 
Graph- 
ics in The 
Dark Half, 
while not extraordi- 
nary, are consistently 
good; the visuals for 
the endgame are par- 
ticularly well done, as 
are the images that fill 
Thad’s dreams. For the 
most part, the charac- 
ters’ movements are 
fluid, and the animated 
sequences often pull 
the player into the 
scene—whether into 
the path of a flock of 
sparrows or 


toward the 
business end 
of a razor. 
The Dark 
Half falls 
apart, how- 
ever, in the 


utter lack of 
logic of some 
of its plot 
turns. At one 
point, George 
calls and tells 
nad «OT «6A 


bie CEL 


murder he is 
committing in 
New York. 
Rather than 
staying in his 
home and 
informing 
the police 
(thereby 
clearing his 
name), Thad 
must find a 
way to go to 
New York, 
which is. the 
only possible 
way he could 
remain a sus- 
pect. Players 
should also 
save before any 
conversation, as 
the necessary 
answers are in 
the least likely 
of statements. 
Coincidences 
abound, as well 
as a severe con- 
tradiction in 
some of the 
possible losing 
endings. 

Finally, the 
game's simply 
too short: A good player should fin- 
ish in about ten to 15 hours of play- 
ing time, yet it lists at the same price 
as games that are two to four times 
longer. 

A solid story is the fundamental 
aspect of any good graphic adven- 
ture, and it is there that The Dark 
Half crumbles. While fans of Stephen 
King movies should be adequately 
entertained, The Dark Half fails to 
make the cut. 

—David N. Eadington 
IntraCorp. 
14202 SW 136th St. 
Miami, FL 33186 
(305) 252-9040 
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international Sports 
Challenge 


EMPIRE SIMULATIONS 
Versions: Amiga ($49.95), 
IBM PC ($49.95) 


SOUND/MUSIC 
GRAPHICS 6 7 8 9 10 
PLAYABILITY — 4567 8 9 10 


OVERALL 


This Olympic year has drama, hero- 
ics, the thrill of victory and the agony 
of defeat. Empire Simulations’ recent 
International Sports Challenge for the 
IBM PC is a sad example of the latter. 

This game attempts to simulate six 
different Olympic-class events: the 
marathon, diving, show-jumping 
(equestrian), swimming, cycling and 
shooting. Only shooting is halfway in- 
teresting, but, as it’s also the last event 
played in sequence, it’s very likely that 
the typical player won't get that far. 

The marathon is an odd choice for 
a computer simulation. Run over a 
course of 28 kilometers, it’s almost as 
grueling as the real thing. 
At the start of the race you 
adjust a few parameters 
by rhythmically wiggling 
the joystick (or rubbing 
the mouse back and 
forth). Eventually, the run- 
ner tires or grows hungry 
or thirsty, but there are 
handy refreshment sta- 
tions along the route. 

The graphics are not 
nearly up to standard for 
VGA games. For instance, 
the runner stays fairly sta- 
tionary on the screen 
while a crowd scrolls past 
in the background. What’s 
wrong with this? It’s the 
same group of people, 
about a screen-and-a- 
half’s worth, going by 
over and over. 

Since the marathon 
takes so long to run, the § ae 
game switches to other peooceuman aia 
events, returning after each to show 
your progress. Of course, if the runner 
is not fed or watered regularly, he 
quickly drops out, making the return 
to the marathon less than thrilling. 

The diving and swimming rounds 
both suffer from extremely awkward 
user interfaces. In diving, a circle with 
a ball around the outside guides the 
player’s joystick movements. If the ball 


CHOOSE COMPETITION 
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is followed closely, the dive will score 
well with the judges. However, while 
moving the ball, it is almost impossi- 
ble to actually watch the diver go 
through the necessary 
motions. 

In swimming, the 
player has to move the 
joystick back and forth 
while watching for a 
heart to appear on the 
screen, the signal to 
breath (the fire button). 

Now we turn to 
equestrian. Aside from 
being nearly impossible 
to control—the easiest 
way to slow down is to 
head into a wall—the 
show-jumping suffers 
from a ridiculous horse 
graphic that looks more 
like a toy wooden horse 
on a stick than a world- 
class steed. The back- 
ground graphics are ac- 
tually fairly well done, 
and, if the horse could 
follow directions, this 
round would have 


DIVING 


some hope. 

As in the show-jumping round, the 
cycling event makes good use of poly- 
gon-filled graphics for the course, a 
banked oval. The foreground is pretty 
lame: a static image of a pair of arms 
and some stiff handlebars. As in 
swimming, the user interface is simply 
a matter of wiggling the joystick. 

The shooting round is at least 
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halfway reasonable. Why not save 
the best for last? Aim with the mouse 
and shoot with the button. Not terri- 
bly original, but, at this point, a wel- 
come relief. 

While this game does support the 
Ad Lib and Sound Blaster boards, the 
best music by far is between rounds, 
not during the actual events! During 
the events there are minimal sound 
effects, including the worst crowd 
cheers since the old VIC 20’s sound 
effects. 

There is actually something good 
in the game box: The manual is 
chock full of interesting information 
about the Olympics and the sports 
themselves. 

Overall, this title is one major dis- 
appointment. Other computer games, 
notably Epyx Software’s classic Sum- 
mer Games, did this much better. 

—Edwin Byrd 
ReadySoft Inc. 
30 Wertheim Court, Suite 2 
Richmond Hill, ON 
CANADA L4B 1B9 
(416) 731-4175 
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‘Vector : Re 
The Vani 
SANCTUARY WOODS 


Version: Macintosh CD-ROM 
($59.95) 


GRAPHICS 


PLAYABILIT 
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There is a small but growing sub- 
genre of CD-ROM games for the Mac- 
intosh world. Add to the list Victor Vec- 
tor & Yondo, a smorgasbord of 
multimedia treats which, alas, are nei- 
ther filling nor particularly tasty. 

Victor Vector is an interactive ad- 
venture told in comic-book style. You 
are an archivist working for a futuristic 
museum. You control Victor Vector and 
his faithful companion Yondo (a digi- 
tally enhanced talking dog) as your 
agents to be sent back in time to fetch 
various interesting artifacts. In this ad- 
venture, your task is to retrieve Drac- 
ula’s coffin from the late 19th century. 

The game is played through a small 
window that frames static pictures for 
each scene. You click inside the scene 
to do everything. Click on an object 
and you might pick it up; click on a per- 
son and he or she 
will speak with 
your click on an 
exit and Victor 
and Yondo will 
go there, if possi- 
ble. Objects you 
gather are col- 
lected in a back- 
pack for later use, 
though | never 
was able to figure 
out where the 
backpack was hid- 
den on Victor’s 
skintight suit. 

The game’s 
scenes and char- 
acters have been 
drawn in a very 
stylized comic- 
book — fashion. 
The graphics are 
clean, but their 
childish simplicity 
won't excite many 
players. Nor do 
they enhance any 
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attempts to set a 
creepy atmosphere, 
which is probably 
fine by the creators, 
since the game 
has a decidedly 
tongue-in-cheek 
flavor throughout. 

Victor Vector 
features consider- 
able digitized audio. 
Each character 
speaks through 
the Mac speaker 
with varying de- 
grees of acting 
ability. For exam- 
ple, Victor has 
been cast as a nerdy 
hero with a distinctly 
Canadian accent. 
Some of the voices 
have been electroni- 
cally altered, though 
this makes a few of 
them difficult to un- 
derstand. Music is 
plentiful and proba- 
bly the best part of 
the game, lending at- 
mosphere when the 
graphics fail to do so. 

In addition, about 
a dozen Quicktime 
movies have been 
added. These are 
largely for 
added_ spice 
during your re- 
search; they 
play no actual 
part in solving 
the adventure. 
Worse, they 
are digitized versions of old 
black-and-white vampire films 
and are quite grainy and, 
some cases, nearly illegible. The 
thought was good, gut the exe- 
cution was only fair. 

Finally, there is the adventure 
itself. There aren't really any 
substantial puzzles. You must 
simply find the right objects or 
be unable to advance. Your 
character has an energy rating 
that will cause you to lose, 
should it become zero. Energy 
can be replenished by clicking 
on various insects and spiders 
(don't ask why this works). In the 
endgame, you will need to have 
a reasonably high energy to 
weather the final battle, a 


sword-clicking contest with 
the game’s primary villain. 

| finished Victor Vector in 
under three hours on the 
easy level. When | replayed 
at the higher difficulty level, | 
found that the game simply 
had more obstacles (ways of 
losing energy), but not more 
puzzles. So replay value is 
very slim. It’s possible that 
the creators never intended 
Victor Vector to be a real ad- 
venture, but simply and in- 
teractive comic book. Unfor- 
tunately, it is an awfully short 
book, and the visual and au- 
ditory rewards are few. 

For those with a taste for 
campy silliness or with 
young children, Victor Vector 
may provide some fun. For 
myself, it was mildly divert- 
ing for a couple of hours, but 
the lack of a real challenge 
and the simplicity of the pre- 
sentation left me cold in the end. 

—Stephen Mitchell 
Sanctuary Woods 
1124 Fort St. 
Victoria, BC 
CANADA V8V 3K8 
(604) 380-7582 
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HOLLYWARE ENTERTAINMENT 
Version: Amiga ($39.95) 


| have a love/hate relationship with 
arcade games. | love the artwork and 
the music and the satisfaction of get- 
ting to the end of a level. | love con- 
quering the devious intricacies of get- 
ting from point A to point B and 
figuring out how to get past what 
seems to be an insurmountable obsta- 
cle. | love the creatures and the imagl- 
nation arcade games show. 

What | hate is starting Level 2 for 
the 37th time with only one life left 
and knowing I’m going to get killed off 
in the next five seconds. | hate the 
cramp | get in my hand after I’ve had a 
deathgrip on the joystick for the past 
six hours. | hate looking up and find- 
ing that it’s four in the morning. And, 
most of all, | hate that I'll keep coming 
back for more. 

Hoi is one of my worst obsessions. 
It’s a little on the cute side for my 
taste, but that doesn’t stop it from 
being one of the better Super NES- 
style games in recent memory. | first 
saw Hoi in a beta version | could only 
get to run for about five minutes at a 
time and got hooked on it then. | got 
pretty good at the first part of Level 1. 

The premise of the game is a little 
different than most: Instead of saving 
the universe, you have to guide Holi, 
your little saur, to the other side of the 
continent so he can meet a single, female 
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saur. | can’t remember ever seeing an 
arcade game where love and propaga- 
tion of the species were the guiding 
forces. And that’s one of the things | like 
best about Ho/; while its world is a dan- 
gerous one, it isn’t gratuitously violent. 

The game is your basic jump, shoot 
and dodge while collecting stuff scat- 
tered around the landscape. It isn't 
anything new, but it’s solid entertain- 
ment with good production values. It 
falls somewhere below Psygnosis 
games, but above most console 
games in a similar vein. The graphics 
are cartoony, well-drawn and ade- 
quately animated. | know it’s mostly a 
matter of style and taste, but | did 
think the backgrounds could have 
used a little more detail. The sound 
and music are very high quality. 

The play in Hoi is moderate: not im- 
possible, but certainly not easy, either. 
You start with nine lives (saurs must 
be related somehow to cats) and you'll 
need them. My main complaint about 
the play is that it is so very easy to be 
killed off. Nearly every object is 
deadly, and falling even short dis- 
tances is fatal. It’s also too easy in 
spots to get stuck, requiring the sacri- 
fice of a life. Small kids and grown-ups 
will likely find it frustrating; seasoned 
arcaders won't mind. 

If you love/hate arcade games as 
much as | do, you'll certainly want to 
add Hoi to your collection. It’s a fine 
bit of entertainment fluff that will keep 
you glued to your joystick until you 
conquer it. 

—Tom Malcolm 
Hollyware 
13464 Washington Blvd. 
Marina Del Rey, CA 90291 
(310) 822-9200 
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Air Force Commander 
IMPRESSIONS 


Versions: Amiga ($59.95), 
PC ($59.95) 
SOUND/MUSIC 
GRAPHICS 


PLAYABILITY 


OVERALL 


Impressions’ Air Force Commander 
(AFC) uses real-time play to keep the 
behind-the-scenes action fast moving 
and exciting. Players command one or 
a small group of Middle Eastern coun- 
tries, depending on the scenario. Sim- 
ple point-and-click commands (with 
keyboard equivalents) control both 
planes and ground-based installations 
(radar, patriot missile, fuel dumps, 
etc.). Squadrons can be placed on au- 
tomatic and will repeat their mission 
until the target is destroyed or they 
run out of fuel. 

Assigning targets and following 
planes’ progress is made easy using 
three maps: satellite, radar and strate- 
gic. Satellite is for those interested in 
watching the actual explosions and in- 
dividual drawings of the airborne craft. 
Radar shows all flying objects within a 
larger range, which side they are on 
and their altitude via striped multicol- 
ored lines. The strategic map displays 
all Middle Eastern countries, involved 
Or not, as well as airborne craft and 
player radar range. 

The key to success in AFC is radar. 
Often an enemy is so far away that 
Airborne Warning 
and Control Sys- 
tem (AWACS) car- 
rying planes must 
be kept aloft or 
bombing missions 
invariably _ fail. 
The best combat 
planes need to 
leave ground tar- 
gets undefended 
to provide cover 


for AWACS. Simi- 
larly, the radar 


courages players 
to try out differ- 


planes make excep- 
tional targets, and 
even the smallest 
nation can cripple its 
opponent with a few 
well-executed bomb- 
ing raids on ground 
radar. This, however, 
applies only to bat- 
tles in large, dis- 
parate countries. Israel and Lebanon 
receive each other’s radio and televi- 
sion, SO any radar strikes are a waste 
of time. 

More than providing extra scenar- 
ios, the Gulf War was crucial in AFC's 
creation. Many weapon systems had 
been previously untested, and this 
newly gathered data makes the 
game's “what if” scenarios that much 
more intriguing. 

The research that went into AFC is 
responsible for an inevitable problem: 
Because the forces are portrayed as 
accurately as possible, very few of the 
scenarios are close matches. AFC actu- 
ony has 14 missions, but players may 
play either side, 
though the diffi- 
culty and complex- 
ity scores of both 
possibilities rarely 
seem to have any- 
thing to do with 
each other. An un- 
balanced scenario 
doesn’t necessarily 
mean a bad game. 
If anything, it en- 


ent strategies. 

This is espe- 
cially true when 
fighting a heavily 
armed country 
like Israel, which 
is especially sen- 
sitive to public 

uproar. Air force 
bases might be 
el guarded, but food and water sup- 
plies are often wide open targets. Is- 
rael’s military might is also hampered 
by limited fuel supply and distribution 
to the bases. 

Impressions is planning a module 
featuring World War II fights. The 
scenarios may be more evenly 
matched and the outcomes more un- 
predictable given the technology, but 
few war games will ever be able to 
simulate the political background this 
first module does. Hopefully, these 
additions will include both 3.5" and 
5.25" floppies. 

AFC could benefit from a few 
user-friendly commands, such as a 
quit game, multiple saved games 
and a more varied game-speed 
control, but none of these over- 
shadow Air Force Commander's 
three critical strengths: originality, 
research and real-time action in a 
strategic war simulation. 

—David S. Moskowitz 
Impressions Software 
7 Melrose Drive 
Farmington, CT 06032 
(203) 676-9002 
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MARKETPLACE SHOPPER 


NINTENDO “SEGATURBOG Se Ba 
PCS GAMES AND MUCH MOREI!II 
TOTALLY LEGITIMATE !!# 
tor complete info send $2 O0OO0(S&H) to: 

THE GAMER'S EXCHANGE 
1G17A S. University Dr. suite #38 
Piantation. Fl. 33324 
not endorsed by manufacturers above 


CIRCLE #144 ON READER SERVICE CARD. 


HOW TO DESIGN AND SELL 
VIDEO GAMES 
60 minute VHS Cassette 


NOW only $19.95 (plus $2.00 S & H) or FREE with 
first 5 games ordered! 


Call SLIGO VIDEO at (310) 837-5422 for deepest discounts on games. 
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GENESIS TG-16/DU0 SNES 


[ GENESIS” TG-167000 SHES 
GAmE =S GALORE 


YIDEOGAME OPECIALTIES 
<NEW & USED > 
Japanese & American games 
CALL WITH YOUR ORDER TODAY! 


304-429-3259 
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Synergistic Software 
We Specialize in Used 


"SEGA GENESIS GAMES" 


We guarantee to beat all advertised catalog prices. We 
pay more for used games than our competitors! To order 
a complete catolog send $1.00 to: Synergistic Software 
217 Jackie St. Crescent City, CA 95531 
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e WE BUY & SELL USED GAMES & SYSTEMS 


¢ LARGEST SELECTION & LOWEST PRICE 

e WE PAY MORE FOR YOUR USED GAMES 
& SYSTEMS 

¢ DEALERS & WHOLESALE INQ. WELCOME 


COME & VISIT OUR STORES 
A 6316 LAUREL CANYON BLVD. 

N. HOLYWOOD, CA 91606 

Tel: (818) 766-2368 

FAX: (818) 766-1883 


12205 SANTA MONICA BLVD. 
WEST LOS ANGELES, CA 90025 
Tel: (310) 820-2800 

FAX: (310) 820-8738 (COD) 
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We Sell Used / We Buy Home Alone 39.95/24.00 
Alien 3 44.95/25.00 ook 49.95/30.00 
hen 95/25.00 


Bat Man Returns 49 95/30.00 Hyperzone 37.95/20.00 


evs AA 2500 /mpenum 49. 95/30.00 
4 ob nsons Sup reme Cour 3792/20.09 Jack Nicklaus Golf 44 95/25.00 
ask C q James Bond Jr 44 95/25.00 
Desert Strike 0 Joe and Mac _ 39.95/23.00 
Dragon's Fur Q John Madden Footbal 39.95/22.00 

9. Kablooey 49.95/30 00 


Dungeons & Dr agons J.99/30.00 he” 95/30 

Evander mail ield Boxing 44.95/25.00 Mawasah 149 rh 
39.95/24.00 ae S Funhouse 44.95/25.00 
49.95/30.00 Lagoon apa 
39.95 24 oo Legend of the Mystical Ninja 39.95/23.00 
29 45/04 qq Lemmings 39.95 23 00 
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Gadget Twin. 


49.95/30.00 Me 00 
54.95/35 00 Might & Magic I 54.95/35.00 
39.95/2400 MVP Baseba 49.95/30.00 
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Receive < a $25. 00 Bonus » or more Genesis 


Nintendo dges or receive 2 $10. 00 “Bonus » when you sell back 5 fy in ad 


nclude the Dept. #' from below on the OUTSIDE of your package je. In ude 
Name. Address & Phone ite ie on a piece of paper INS SIDE y ackage. If 


atc Cd! a A. ally u U & ecures. piease 


ra ~rt S t 
OQ YOUur CQ nages raers 


BR Es Sato 


Dept. VG 11 
352 W. Bedford, Suite 104 
Fresno, CA 937)] 
24 Hour Recorded Info Line: (209) 432-2644 


Order Early for Christmas 
Credit Card Orders (209) 432-2684 
CIRCLE #147 ON READER SERVICE CARD. 


Star 
Graphics 


Classics 


Star Graphics Corp. introduces 
A Collection of Classic Games. 
This collection offers you 
games of strategy, skill, and 
chance - all for $34.99. You'll 
find them challenging and 
captivating - just what great 
games should be! 


For use on IBM PCs with 
Microsoft Windows. 


FEATURES: 
¢eBeleaguered Castle (Solitaire) 
e Morris (Board game) 


e Patterns (Puzzles) 
eAnd More! 


Available at local software 
distributors, or call 
1-800-831-7611. 


Stary, 
Graphics 
Now That's Software! 


Windows is a registered trademark of Microsoft Corp. 
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Easily construct complex worlds. Each scene can be over 62 times as big as your screen. 


Titer | 


i46 


Design Palettes Import Graphics 


UNTIL YOU PLAY WITH GAME;MAKE] 
YOU'VE ONLY BEEN PLAYING AROUND. 


A technological breakthrough by Recreational Software 
Designs lets you do the impossible. Now you can create 
296 color VGA computer games without programming. 


& Design unlimited numbers of animated monsters and good guys. 
% Animated characters walk, run, fly, hop, pop from scene to scene. 
® Design your own sounds. 

% Make arcade and adventure games as unique as your imagination. 
% Modify and enhance GAME*MAKER games. 


Mouse driven and graphics based, GAME*MAKER is 
Computer Aided Game Design at its best. Is a game too 
easy? Increase the speed. Too boring? Add danger, sounds 
and monsters. Too plain? Dress up the graphics, add 
animation. Too short? Add new levels. 


} 


GAME*MAKER includes lots of extras: hundreds of pictures, 
monsters, objects, good gals and guys, and detailed scenes 
and worlds. Use these extras in creating your own $ 
games. Plus you'll enjoy the sample games includ- 

ed with GAME*MAKER. 

GameeMaker requires an IBM compatible 286, 386, or 486 with a color VGA 
monitor and mouse. Joystick optional. GAME*MAKER is designed and produced 
by Recreational Software Designs. 


r 
} 


j send me___ Game*Maker(s) at $89 ea. 
i Express shipping (prepaid-cont. US only). 


i Acct.# 
i Signature 
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Bleck Set 
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Plan Movement 


Animate Monsters 


™ 


ORDER GAME-MAKER TOLL FREE: 


1-800-533-6772: 


CARD 
ee ee eS ee ee ee 


ORDERS 
ONLY 


ORDER FROM: KD SOFTWARE, Great Falls Avenue, Box 448, Rochester, NH 03867 


FAX: 603-332-8125 ff 


=$ SS ) Check/Money 
+$ 400 = Order enclosed i 
Total enclosed $_ "1 Charge my VISA/MC 


TEL: 603-332-8164 


Expires 


Address 


TERMS AND CONDITIONS: Make checks payable to “KD Software.” 
_) : We ship immediately if payment is by VISA/MC, money orders, 


E 
= 
; City/State/Zip 
f 
! 


certified checks, personal/company checks with street address and 
phone number printed on check. Other checks clear in 2 weeks. If 

COD, we'll ship via UPS ground. Compatibility not guaranteed, but 
software is guaranteed. Prices subject to change without notice. 
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IPE THE SMILE 


Here’s your chance to wipe the smiles off those 
annoying happy faces once and for all! In FaceBall 
2000, “Have a Nice Day” takes on a whole new 
meaning — in first-person perspective, with 3D 
graphics and 360° maneuvering! 


And we mean into! FaceBall 2000 is a new 

virtual reality game for 1 to 4 players. You 

don’t just see your character, you are your 
aD character! You'll feel 

like you're actually 

inside your Game Boy 

as you move through 
CyberScape’s more than 
70 treacherous mazes — 
or the Arena, in fast-paced 
rounds of high-tech combat. 


WATCH OUT! They only look happy! 


Come face-to-face with a super-mess of enemies 
— in full color with amazing 3D graphics! Enter 
the CyberZone where you'll be surrounded by 
evil Smiloids lurking in an endless series of 
mazes. Defeat the Master Smiloid... or have a 
very bad day! Two-player split-screen action lets 
you battle it out in the Arena against a friend, or 
team up and face the evil Smiloids together. 
FaceBall 2000 for the Super NES. Don’t miss it! 


Team up or play 
one-on-one in the Arena. 


Face evil Smiloids in 
CyberZone’s endless mazes. 
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THE BEST GAMES IN THE WORLD” 


Bullet-Proof Software, Inc. © 8337 154th Ave. N.E. ¢ Redmond, WA 98052 © (206) 861-9200 
Copyright ©1991, 1992 Xanth Software F/X, Inc. All rights reserved. Original game and design ©1987. Distributed under license 
from Xanth Software F/X, Inc. FaceBall 2000 is a trademark of Bullet-Proof Software, Inc. Nintendo, Super Nintendo Entertainment 
System, Super NES and Game Boy are trademarks of Nintendo of America Inc. ©1991 Nintendo of America Inc. Bullet-Proof Software 
is a registered trademark of Bullet-Proof Software, Inc. ©1991 Bullet-Proof Software, Inc. 
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t's more mercenary than your that keeps track of all previous 


moves and the ability to play by 
traditional or custom-designed rules. 


lawyer, shrewder than your accoun- 
tant, greedier than the IRS and 


tougher than your granny. Get Enjoy the thrill and excitement of 


wheeling and dealing as you 
amass, or reluctantly part with, 


ready for the most challenging 
game of Monopoly® you've ever 


played with MONOPOLY® DELUXE. ' ; 
great fortunes buying and selling 


CL anikining 90's technical know- / railroads, utilities and properties of 
how with plenty of good old- all types. This game's a must for 
fashioned fun, the bestselling board revamped levels of difficulty and for your bucks with dazzling animo- the library of any TRUE gamer or 
game of all time is back and greatly enhanced graphics for your tion of all ten official tokens, easy- future real — ) 
better than ever with completely computer! You'll get more deluxe s-pie interface, a game activity log estate tycoon! BROTHERS 
MONOPOLY® DELUXE with the ultimate easy-to-use point - and - click interface will be available this fall in PC and WINDOWS ™ versions. ; 
WINDOWS ™ version features all of the DELUXE features listed above plus the added bonus of easier-to-use point-and-click interface. 


For more information, pricing and orders, please call 888-VRG-IN@7. VISA, MASTERCARD, AMERICAN EXPRESS and checks accepted. 


MONOPOLY® and RICH UNCLE® design are registered trademarks of Tonka Corporation. Rich Unde © 1936, 1992 Parker Brothers. All rights reserved. Monopoly© 1935, 1992 Parker Brothers, Inc., a division of Tonka Corporation. { 
All rights reserved. Licensed to Virgin Games, Inc. ©1992 Virgin Games, Inc. Virgin is a registered trademark of Virgin Enterprises, Lid. WINDOWS ™ is a trademark of Microsoft Corporation. 


Retuin your authorized version of the original Monopoly computer game to 0 
participating dealer and receive $10 off your purchase of Monopoly = Deluxe! 
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